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Hey 915, a new beginning is coming 
and apparently 566! Wow... Ihone 
we get those 100,000 soon because 
that would kick ass. Ithink the best 
thing ScrewAttack can do now is IF 
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we reach the 100k to ask us what 
we wantto see on the convention. 


At my end | would love to see more 
video game related people on 
Q&As like David Hayter or even Tara 
Strong... yeah more from the Brony 
side but WHO CARES! It would be amazing, maybe | should do soon a “Top Ten 
things Iwant to see at $G63!!!" or something fancier. 





iwant to have on this group: 
-More Editors 

Video Game Reviewers 
-Article Seekers 


I tried the nice way to wait for people to be interested on the magazine and 
submit articles automatically... it fail. Why do you think the mag is getting re- 
lease too late into the month? Exactly. Sorry 915 but that's how Im going to 
work for now on, you can still submit your articles and if you still follow the 
rules, your article will anpear in the magazine. 

So if you are interested, PM me and if not... FII find some volunteers. 


Iwon!t let this project die in less than 2 years. Although 2012 will be the defi- 
nitely be the breaking point for the magazine. 


See you next time! 


Hybrid Rain 
Gerardo Mejia 


The ScrewAttack Bolt! 
Every month in the front page | 


hide a small ScrewAttack Bolt so 
you can find it, the lucky one: 


NO WINNER! 


No one found last month the bolt, 
good luck next time! 
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KICKSTARTER 





http://www.kickstarter.com/projects/screwattack/let-throw-the-best-gaming-party-in-the-world-again 


All we've heard for two years is that we need to bring SGC back. Now we 
can but only with your help! 


The goal is simple: Throw the biggest and best party in 
the history of gaming. 


In 2009 and 2010, ScrewAttack put on two of the 
best parties in gaming history - SGC. We don't think 
of SGC as a "convention" but moreso as a 72 hour 
gamer slumber party. Having a small independent 
crew at ScrewAttack, SGC actually outgrew the 
size of what we could handle and unfortunately 
SGC couldn't return in 2011 and 2012. That sucks. 
So after two years of EVERYONE asking when it 
was going to return we figure it's about time! 


Even though we were unable to independently 
continue SGC, the community and public outcry was 
so great we knew we had to find a way to make SGC 
happen... hence this Kickstarter! 


We want to bring SGC back in a bad way and judging 
by the response we've heard from pretty much 
everyone we talked to, they want SGC to return as well. 
We now can but only with your help. We've had some 
very memorable guests and events in SGC's history 


included Nolan Bushnell (The Founder of Atari), Jack 
Thompson (Activist), Uwe Boll (Movie Producer) as 
well as tons of internet celebs like James Rolfe (The 
Angry Video Game Nerd), Brent Black (brentalfloss), 
Nathan Barnatt (aka Keith Apicary), Noah Antwiler 
(The Spoony One) and many, many more. We 
obviously plan to only expand on those guests and 
make SGC 3 a place for gamers to go and meet the 
celebrities they'd like to meet! 


We think Kickstarter is a great tool and want to be 
as transparent as possible throughout the whole 
process. You'll notice in our stretchgoals that we don't 
just want to put on SGC, we want it to be as affordable 
as possible - preferably even FREE! Yeah, that's a pretty 
crazy thought, right? We've also built in stretchgoals 
that allow the cost of someone to register to attend 
SGC to drop as they are met. It's a pretty unique way 
to think. Could you imagine if it works? Wow, we'd 
have one heck of a party. 
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A ScrewAttach Review 
By Bryan Baker, 
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NCAA Football 13 


Developer: 


Tiburon Studios 


Publisher: 
EA Sports 


Systems: 
Xbox 360, P53 


Release Date: 
July 10%, 2012 


ግ 


he mainreasonforthis comes 

[ from what's been done with 
the wide receivers, the guys 

who in the past always knew when 
you threw the ball to them. EA Sports 
finally removed the eyes from the back 
of receiver's heads so they won't catch 
what they can't see, and only after a 
certain point in their route will they be 
prepared to make a play at all. Those of 
you used to getting the ball out quickly 
are gonna have to learn some patience. 
The quarterback did learn a couple new 
tricks to make up for this, since they can 
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now use Total Control Passing to put 
the ball where only their guy can get it 
on the left stick, and use the right stick 
to avoid sacks to keep the play alive. 


On the other side of the ball, defenders 
have to see the ball to make a play on 
it, meaning your linebacker won't be 
your interception leader anymore. The 
game is changed even further by the 
number of animations created for the 
quarterbacks and receivers/backs, such 
as how players twist, turn, and contort 
themselves to make a play. Before this 
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year, ld never seen three receivers try 
to make a play on the ball as it contin- 
ued to be knocked around. Nice. 


As their big, new, shiny mode this year, 
EA Sports has added a distilled version 
of Road to Glory called the Heisman 
Challenge. In this you'll jump in the 
cleats of one of the 16 best to ever play 
the game and attempt to recreate their 
Heisman-winning campaign. Along 
with the way you'll be able to hear 
from each of the 16 winners as they 
talk about college football in their time 
and now. This is real fan 
service for the college 
football history buffs. 
Whoever you pick you 
can take them to any 
school and drop them 
in any system you like, 
but | kept Barry Sand- 
ers at Okie State and 
accomplished two sea- 
son challenges in the 
first game, so | think he's 
good where he's at. With 
the introduction of the 
Heisman Challenge also 
comes what is effective- 
ly college football bullet 
time. When you're play- 
ing Road to Glory or 
the Heisman Challenge 
you'll be able to slow 










- | 
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down time to make the perfect juke, 
spin, or pass. If you do poorly on the play 
the meter won't refill, but if you truly are 
"the one", there will always be meter. 


Dynasty. Mode long since passed 
depths that | am personally comfort- 
able exploring, and this year it only 
goes deeper. In continuing to make it 
as real as possible, recruiting now in- 
cludes virtual time limits to simulate the 
restrictions on coaches looking to sign 
their next stars. You've still got a slew of 
pitches to convince prospects with, but 
players will have to make the most of 
their brief time before they figure out 
if they've got a gem or a bust. If there's 
one thing | get but don't quite under- 
stand about NCAA Football 13, it's how 
much time EA Sports spent on things 
people will watch a few times and then 
skip every instance that follows. Rec- 
reating an ESPN broadcast looks really 
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cool, using their bottom line, graphic 
packages, videos, and bringing back 
Brad Nessler and Kirk Herbstreit (who 
still miss calls) to commentate makes 
every day feel like Saturday. 


a 


It's just that some of this may break 
up the flow of a game instead of suck- 
ing you in. In actual games, one of the 
reasons for those in-game updates is 
it helps the flow of a broadcast and in 
that time the teams are working to- 
wards the next play, but in NCAA those 
updates just drag out the process and 
will be skipped in favor of getting to the 
next play. All this stuff just ends up on 
the periphery when someone is hyper- 
focused on guiding their team to a No- 
vember road win, or on the chance that 
someone is doing a full 30 year dynasty, 
they're probably simulating all of those 
games. That means they’re not seeing 
any of this big “selling point”. 
= a = 
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Save for some notice- 
able music absences like 
Texas Fight and some 
stadiums not bearing 
their true name, like 
playing the Red River Ri- 
valry in Dallas Stadium 
instead of the Cotton 
Bowl, NCAA Football 13 
continues to improve on 
recreating the unique 
atmospheres and tradi- 
tions found in each of 
the FBS school stadiums. 
The development team 
traveled to multiple col- 
lege football games 
this past season to capture the sights 
and sounds that make stadiums stand 
out on Saturday. For better, like Big 
Bertha and the Cowgirls at Texas, or 
worse, like the depressingly accurate 
two thirds empty stadium my North 
Texas Mean Green call home, playing 
on your home field feels like home. 


: 


As someone who thoroughly enjoys 
college football and the NCAA series 
but refrained from purchasing the 
series the last few years, NCAA Football 
13 feels like the game has changed 
enough in challenging and engaging 
ways to be worth picking up. The 
improvements to the fundamental 
gameplay, the opportunity to recreate 
some of college football's greatest 
seasons, and bringing the ESPN 
experience into the game even more 
sucked me back in. ! 
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heardforäthe ‘Well- loved and critically acclaimed Portal. tt 
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Quantum 
Conundrum 


Developer: 
Airtight Games 


Publisher: 


Square Enix 


Systems: 
PC, Xbox 360, P53 


Release Date: 
July 1, 2012 


ou play as the young neph- 

۷ ew of one Professor Fitz 
Quadwrangle (voiced by 

John deLancie of StarTrek fame), amad 
scientist of sorts, who seems to have 
gotten trapped in a'pocket dimension; 
and thanks to a knock on the head, de- 
veloped mild short-term amnesia. He's 
still able to watch your exploits and 
communicate with you however, and 
guides you to a glove-like contraption 
called the Interdimensional Shift (IDS) 
Device, which he thinks can help you 
free him. In order to do so, you must 
make your way through the wings of 
his mansion, room by room, to switch 
on three huge generators. Each room 
plays out similarly to one of Portal's test 
chambers - the goal simply being to find 
(and sometimes activate) the exit door. 





The puzzle mechanics themselves are 
based on switching between four dif- 
ferent dimensions (five, if you count the 
'normal’ dimension), which each con- 
tain a different set of physics. At first, 
you're introduced to the dream-like 
Fluffy dimension in which everything 
is fuzzy and lightweight, letting you 
pick up and move just about anything. 
In contrast, the rust-colored Heavy di- 
mension makes objects gain incredible 
density and weight, making them im- 
mune to the destructive laser beams 
dotted about the mansion. The Slow 


Motion dimension slows time down 
to a crawl, enabling you to squeeze 
through tightly timed sections, or jump 
on otherwise fast-moving objects. 
The Reverse Gravity dimension - you 
guessed it - reverses gravity, enabling 
you to activate switches on the ceiling 
or boost yourself skywards. 


These mechanics are okay by them- 
selves, but the real genius of Quan- 
tum Conundrum comes when puzzles 
require you to utilize multiple dimen- 
sions, often in quick succession. For 
example, you might have to pick up a 
nearby couch in the Fluffy dimension, 
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hurl it across a dangerous looking gap, 
instantly switch to Slow Motion to leap 
on it, and then quickly switch between 
Reverse Gravity and the normal dimen- 
sion in order to keep your makeshift 
steed afloat until you reach the other 
side. This requires quick thinking and 
good timing, and adds an element of 
skill to the game beyond simply solving 
the puzzles. Luckily, the game's difficulty 
curve is perfect, introducing you slowly 
to the possibilities of each dimension 
before presenting you with more chal- 
lenging levels. Then, just as you think 
you've mastered that dimension, the 
game introduces another to throw you 








off and keep it interesting. The IDS sys- 
tem is more complex than Valve's epon- 
ymous portal gun for sure, and Quan- 
tum Conundrum definitely feels more 
difficult than Portal. Some levels may 
even frustrate you, but the game main- 
tains a sense of “one more go” all the 
way through with clever, creative puz- 
zle design and simple, smooth controls. 


However, where Quantum Conundrum 
somewhat fails to live up to its spiri- 
tual predecessor is in the dressing. The 
game has a cheeky, cartoonish style 
almost reminiscent of a Pixar movie, 
and the different dimensions all have 
a relevant and unique look, but sev- 
eral corridors and props get re-used 
just a few too many times, making the 
locations feel a bit stale after a while. 


| " 


/ 





There is some joy 
to be found in 
the little details 
though; look- 
ing at the man- 
sions paintings 
when switch- 
ing dimensions 
delivers some 
great laughs, 
and the titles of 
books scattered 
through the lev- 
els are all fun 
references (The Hitchhiker's Guide to 
Dimensions sounds like a great read). 
Like GlaDOS, Professor Quadwrangle 
provides colorful commentary as you 
play through each of the levels, and 
while Quantum's writing isn't really as 
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clever or witty as Portal's, the Profes- 
sor is never annoying, and there are 
some standout moments of his in- 
sight that had me grinning ear to ear. 


You'll also enjoy dying more than you 
should; each time you fall into the le- 
thal 'science juice' or take a laser beam 
to the face, you'll receive a message 
informing you of another 'Thing You'll 
Never Experience: It's a brilliant touch, 
and one that prevents the game from 
becoming too frustrating on the harder 
levels. Unfortunately the game's story 
never really comes together, and the 
ending can only be described as com- 
pletely anticlimactic. But, you won't 
mind too much because the journey to 
get there is an absolute blast. 


Ultimately, Quantum Conundrum is a 
fantastic, fun for all ages puzzle game 
thats well worth the asking price. 
While it doesn't quite hit all of Portal's 
high notes, it's still very much worth 
checking out: 
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Final Fantasy 
Theatrhythm 


Developer: 


Square Enix 


Publisher: 


Square Enix 


Systems: 
Nintendo 3DS 


Release Date: 
July 3%, 2012 


Agents (or Osu! Tatakae! Ouen- 

dan) on the DS, Final Fantasy The- 
atrhythm will be very similar. Circles slide 
across the top screen, and you tap, slide 
and flow with the rhythm of the music 
to gain points and high ratings. There 
are three different kinds of “stages”, but 
they all play the same. The Field Music 
stage uses easy-going overworld songs 
to start things of simple. The Event Mu- 
sic stage has memorable cutscenes or 
moments from the series, and the Battle 
Music stages all have the quicker, more 
upbeat battle songs. Even though each 
is presented differently, they all use the 
same gameplay of tap, slide, and hold 
touches on the bottom screen. 


| f you’ve ever played Elite Beat 


Unlike most rhythm games, Theat- 
rhythm is rather generous when it 
comes to hitting the mark. The ratings 
ranges from “bad” to “great”, with “criti- 
cal” being the highest possible. Missing 
one causes your hit point bar to drop. 
Getting criticals does not require abso- 
lute precise timing, as you can be a little 
early or late and still get the critical. It’s 
bizarre for a rhythm game, but great 
for players who just want to enjoy the 
music and not have to worry about per- 
formance all the time. This isn’t to say 
that the game is easy by any means. The 
basic courses are quite simple, but once 
you unlock the challenge mode and try 


the same songs on Expert and eventu- 
ally Ultimate, high grades do not come 
as easily. 


Tying all of the music gameplay and tap- 
ping together are RPG elements. You 
create a party of four characters from 
the main line of Final Fantasy games (the 
same cast as the Dissidia fighting games). 
Each has different stats, hit points, and 
special abilities. These can slightly af- 
fect gameplay. For example, Zidane 
from Final Fantasy IX can move further 
ahead during the field stages and has a 
higher chance of finding items, and the 
Warrior of Light deals a lot of physical 
damage during the battle scenes. Com- 
pleting the songs earns each character 
experience points, letting them level up 
and improve stats and learn new abili- 
ties. The abilities are all based on per- 
formance, too. Casting a Thunder spell 
requires a number of “good” ratings in 
a row to cast, and the Steal ability has 
a 10% chance of happening every time 
you defeat an enemy. 


The Battle Event music stages are the 
most entertaining, because they are 
vaguely classic Final Fantasy battles. Ev- 
ery successful note hit has that charac- 
ter in line attacking with his or her melee 
weapon and dealing damage their ene- 
my. The amount is a complete mystery, 
as it just says “damage!” next to the en- 
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emy letting you know that you hit. It’s a 
bit superficial, but at the same time, de- 
feating enemies gets you new items to 
equip your party with, or if you’re really 
lucky, crystal shards to unlock additional 
characters. 


Of course, none of this would be any 
fun to play if it wasn’t for the beauti- 
ful music. One of the coolest parts of 
Theatrhythm is going down the line of 
Final Fantasy songs and witnessing first 
hand how gaming music has improved 
and evolved. It’s absolutely incredible 
that so many songs have stood ይ 
the test time and are truly clas- 
sics. It’s difficult to play Terra’s 
Theme or Within the Giant and 
not have memories forcing your 
lips into a smile. If the music 
wasn’t enough, the charming 
chibi characters and impressively 
compressed clips of classic game- 
play running the background are 
more than enough to melt your 
heart. 


The game can be “beat” in about 
four hours; beat in the sense that 
you see the end credits. That 
would only scratch the service 
of unlockables in Theatrhythm. 
Challenge mode let's you at- 
tempt the basic courses in the 
Expert and Ultimate difficulties, 





while the Chaos Shrine provides a dif- 
ferent challenge altogether. The Chaos 
Shrine has 99 two-song challenges to 
unlock, each one with varying rewards 
and up to three bosses to battle. You 
do not know the songs going in, so you 
cannot pick the ones you know you are 
good at it. At the same time though, 
this can cause the repetition of some 
songs numerous times in a row. Plus, 
the Chaos Shrine can be played coopera- 
tively with up to three other players in 
the same room. And ifthe Chaos Shrine 
isn’t enough, you unlock several dozen 
collectible cards of characters, a movie 
theater mode, and a jukebox to listen to 
the music. 


Any person that has even a moderate 
amount of appreciation for Final Fan- 
tasy will find things to like Theatrhythm. 
While the gameplay itself is simple, it’s 
rather addicting, and the number of 
hidden songs you'll discover give The- 
atrhythm the ultimate “just one more 
song” mentality. It’s difficult to put 
down, even if the repetition can get to 
the best of you some times. There is 
already new song DLC available for pur- 
chase, with more promised in the future, 
to help stave off that repetition though. 


It’s an absolutely fantastic way to kill 
a few minutes of down time, but pro- 
longed play sessions can cause bore- 
dom. Still, everything about Final Fan- 
tasy Theatrhythm oozes charm and 
nostalgia, and is a worthwhile purchase 
in the right hands. 
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Lollipop Chainsaw is the newest creation from the twisted, but often 

brilliant mind of Suda 51. Combining a bright, colorful cheerleader 

with gruesome violence should create an exciting, beautiful juxta- 

position. Instead, we get a dull beat ‘em up that lachs the creativity 
Suda 51 is hnown for. 


A ScrewAttach Review 
By Jared Knabenbauer 
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Lollipop Chainsaw 


Developer: 


Grasshopper Manufacture 


Publisher: 


Warner Bros. Interactive 


System: 


Xbox 360, PS3 


Release Date: 


lune 12", 2012 


s mentioned earlier, Lollipop 
ል Chainsaw has a very bright, 

vibrant color palette. The 
use of shading makes main character 
Juliet stand out against the grisly 
zombie horde. Gushes of blood 
and body parts is accompanied 
by rainbows, hearts, and pink 
splatters. Strangely, for as much as 
the cheeriness is touted to blend 
with the violence, both aspects 
are rather reserved. The blood 
flow isn't nearly as high as it could 
be, and the peppy colors quickly 
lose their effect as you continue to 
play through the game. It makes 
the clash of styles less impactful. 


The music in the game follows 
the same kind of clashing styles 
that in its own very bizarre way, 
works. A combination of upbeat 
pop music can be immediately 
followed by death metal. It even 
employs songs from bands like 
Dragonforce, and kicking up the 
song, “Hey Mickey!” whenever 
you go into your super mode, 
never gets old. The dialogue is 
well performed with some well-known 
voice acting veterans. The dialogue 
itself however, goes beyond grating. 
The humor throughout is extremely 
sophomoric, which says a lot, con- 
sidering Suda 51's previous works. 
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None of the jokes play out well, asthey 
lack any general cleverness or wit, in- 
stead coming off as crude, lascivious, 
and at times, insulting. 





Lollipop Chainsaw is a linear beat ‘em 
up action game. You play as Juliet Star- 
ling, who just turns 18 and has to de- 
feat a zombie outbreak using her pom- 
poms and chainsaw. To do this, Juliet 
uses light, quick physical attacks based 


MATURE 17+ 


Y 





off of cheerleader moves, and heavy, 
slower chainsaw swings. The main ele- 
ment that separates Lollipop Chainsaw 
from other beat em ups is making zom- 
bies groggy. Zombies can only 
be defeated when decapitated, 
which must be done bythe chain- 
saw. 


To speed things up, the pom- 
pom attacks that hit quicker but 
for less damage can set a zombie 
into a groggy state. When groggy, 
a chainsaw attack will instantly 
kill them. Decapitate multiple 
zombies at once and you'll get a 
Sparkle Hunting bonus, which 
nets you bonus medals to spend 
on upgrades and extras. 


The combo system require pre- 
cise button presses for some of 
the more devastating attacks, 
which is good, as this helps pre- 
vent the game from becoming a 
simple button masher. To spice 
things up, Juliet gets a few up- 
grades to her chainsaw in each 
stage, and she can use the de- 
capitated head of her boyfriend Nick 
for special attacks with varying results. 
The combat is simple enough, and get- 
ting a Sparkle Hunting bonus can be 
more difficult than you would imag- 
ine. However, the combat isn't without 
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its frustration. Even with a lock on op- 
tion, Juliet lacks any sort of defensive 
maneuver. Zombies will be unfazed 
by the strongest attacks, causing you 
damage despite your best combos. 
The boss battles, which feature over 
the top zombies with a rock n roll flair, 
are surprisingly unexciting. They have 
creativity put into them, but the boss 
fights never reach a high point that 
makes them memorable. The same can 
be said about for all of the game’s com- 
bat: competent, but nothing exciting. 





Some of the more obvious issues 
includes the camera. At times, it’s 
slow moving and can't keep up with 
the action. At other times, it's twitchy 
and flings around uncontrollably. The 
fighting is punctuated with a series of 
minigames that never quite elevate to 
something enjoyable. Using Nick's head 
to control a zombie is a unique idea, 
but doing so through quicktime events 
is not. Each minigame gets repeated 
one time too much, making them seem 
tedious by the time you're finished. 


EN 


All of the gameplay seems to suffer 
from the same issue. It works very well, 
but it's ostensibly dull to play. The com- 
bat is okay and does not require a lot 
of thought process, and the minigame 
interruptions are inoffensive, but unin- 
teresting. 
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Lollipop Chainsaw is a relatively short 
game. It contains a handful of stages, 
which can be completed in about 5 to 
6 hours. Even with its few stages, each 
one feels like it drags on far longer than 
it should. 


Rather, the replay value comes from the 
score attack modes. Every stage gives 
you a score card at the end totaling up 
your point value, and you can compete 
against friends for the top spot on the 
leaderboard. Additional score attack 
modes are unlocked after completing 
the game, allowing you to go for time 
and points on a single life. If you end up 
enjoying the gameplay, there's enough 
to keep you going, but everyone else 
will be done as soon as the credits stop 
rolling. 


Lollipop Chainsaw suffers from. Suda 
51's usual stigma: lots of style, little 
substance. Still, even in comparison 
to his other games, Lollipop Chainsaw 
is not his strongest. It doesn't deliver 
high-octane action, and it doesn't quite 
reach mindless fun. Instead, it's rather 
lame. Those interested can get brief en- 
joyment out of it over a weekend, but 
no amount of self-aware perversion 
or skimpy outfits will make this game 
worth a second look. 





A Review Score by May 24", 2012. 


(6s have good ideas, but may not 
be executed the best. It can be en- 
joyable by certain circumstances or 
fans, but may feel shallow to most.) 
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regarded as the best mobile racing franchise available thro 


good game, but fails to break an 
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Debuting back in 2004 on the Nokia N- e the Asphalt seriesthas been highly 
hout its history. In its 
newest installment, Asphalt 7: Heat, Gameloft succeeds in delivering a undeniably 
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Asphalt 7: Heat 


Developer: 
Gameloft 


Publisher: 
Gameloft 


System: 
Apple iPhone, Android Devices 


Release Date: 
June 21*, 2012 


GRAPHICS When you start up 

your first race in 
Asphalt 7, you will not be impressed by 
the visuals. The tracks are very identifi- 
able and colorful, but shapes are rudi- 
mentary and textures are well below 
average in detail. However, once you 
actually start your race, all of these 
changes. One of the advantages of rac- 
ing games is the player's constant mo- 
tion, removing the need for high-def- 
inition environments. Asphalt 7 is no 
exception in this. When going 90mph, 
everything looks fantastic should you 
ever risk taking your eyes off the road. 





The cars themselves are highly detailed 
and can best be described as shiny. 
There are constant real-time reflections 
flying across the windows and sides of 
your car, which is not only an incredibly 
impressiveeffectforamobilegamecon- 
sidering your speed, but it also makes 
the game even more visually vibrant. 


Unfortunately, this pristine quality of 
the cars never changes. Smashing into 
objects will result in zero visual damage 
to your car, even in a complete wreck. 
Of course this doesn't affect gameplay 
in any way, but it is painfully obvious. 


AT 
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® 


CONTENT RATED BY 
ESRB 





AUDIO Nothing in the audio de- 

partment of Asphalt 7 
jumps out at you, which is probably 
the way it should be. Engine revs, tire 
squeals, collision sounds, and nitro 
boosts are all present and serve their 
purpose well, enhancing the racing 
without distracting from it. When it 
comes to music, all of the songs fit 
very well, falling into a techno/dubstep 
theme that's perfect for racing. 


A female announcer will occasionally 
shout random comments at you during 
a race, which is not only annoying after 
a while, but inconsistent. For example, 
while | was in first place in a race, the an- 
nouncer kept commanding me to "get 
him off your tail”; even though I had a 
solid fivesecondlead withnocarinsight. 
GAMEPLAY Asphalt 7 is a very 

standard, very 


fast-paced arcade racer. There are a 
number of control schemes, at least one 
of which will fit each player. Winning 
races depends on your use of nitro and 
drifting, as well as your general driving 
skill, but perhaps too much focus is 
put into passive traits. Be prepared to 
be left in the dust at the beginning of 
a race, able to only barely pass a few 
cars before the finish line. Once you 
do scrounge enough money to finally 
upgrade your car, it will be a fair fight, 
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but this balance issue does make your 
first five or so races with a new car 
feel rather unrewarding. Your line-up 
of cars is divided into seven tiers, the 
higher the tier the better the car, races 
being tier-specific. To unlock a car, you 
need a certain amount of stars, which 
you obtain by leveling up. Leveling up 
is done by performing actions during 
races, such as takedowns, and just 
placing in races in general. Some cars 
require a certain level and a certain 
amount of stars. 


Even after fulfilling these requirements, 
you still need the cash to purchase 
or rent the actual car. If this all seems 
incredibly excessive and confusing, 
that's because it is. It is crafted so you 
are encouraged to buy stars and mon- 
ey through in-app purchases. This is 
mostly to blame for the balance issue 
addressed earlier. Track variety is a key 
strength of Asphalt 7. While the number 
of tracks itself (15) is good, the unique- 
ness of each track is especially notable. 
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Through faithful realization of distinct 
locations and diverse track design, 
races on different tracks actually feel 
different. The tight corners of London, 
a cold city shining in the dead of night, 
is refreshingly different than the long 
open stretches of LA, a sunny, tropical 
paradise. A translucent mini-map is dis- 
played on your screen, which comes in 
handy quite often. 


Glancing at it every once in a while will 
help you accurately gauge where your 
opponents are, as well as show you any 
shortcuts you should take advantage of. 


When it's all said and done, Asphalt 
7 does do the most important thing 
a racer can do - deliver a sense of 
speed. Even when you're in last place, 
the race almost never feels extremely 
boring as you zip past scores of 
buildings and civilian cars. Despite 
any other minor problem it may 
have, Asphalt 7 is simply a very fun 
game to play because of this quality. 
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REPLAYABILITY 


Asphalt 7 is one robust racer. It boasts 
60 cars spread across 7 tiers, 15 tracks 
based off of real world cities, and 6 differ- 
ent game modes. Your career takes you 
through 15 leagues and 150 races. Mix- 
ing and matching all of these aspects 
will make sure that the races are never 
repetitive, though realistically, you'll just 
perfect your favorites for multiplayer. 


Speaking of which, multiplayeris a large 
part of Asphalt 7. Through Gameloft 
Live or locally via BlueTooth or Wifi, you 
can race up to five other people across 
all modes, maps, and tiers that are avail- 
able in the single player. | can tell you 
from first-hand experience that online 
play is done very well, almost never ex- 
periencing even a hiccup. 


CONCLUSION 


Asphalt 7 does everything right for a 
racing game and has no necessarily 
bad qualities, but it's lack of ambition is 
somewhat disappointing. It feels more 
like an Asphalt 6 ۱۱ as opposed to the 
next full entry in the series. 


Even so, Asphalt 7 is a great little rac- 
er, probably the best currently on 
the market. With its fun, solid game- 
play and massive amounts of con- 
tent, its amazingly low price tag 
of $1 makes Asphalt 7 worth pick- 
ing up for practically everyone. 
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To help market their upcoming film, legendary animation studio Pixar has | 
teamed up with Imangi in the hopes of making the next viral mobile hit: | E ::፡ 
Temple Run: Brave attempts to do this by capitalizing on the success of the” fet ct 
original, but in the end just doesn’t offer enough. /ሥ Í —- 


A ScrewAttack Review 
- By Sean Capdeville - ج‎ 
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Temple Run: Brave 


Developer: 
Imangi Studios 


Publisher: 
Disney 


Systems: 
PC, Mac OS X, Xbox 360, 
PS3, Apple iPhone 


Release Date: 
April 24”. 2012 


GRAPHICS rampe Run: Brave 


nice looking 
game, a very welcome improvement 
over the original. Textures are fairly de- 
tailed and colors are vibrant this time 
around, though the grey haze remains. 
While it is essential to keep an element 
of surprise to the gameplay, it ruins 
what could otherwise be a very lush 
and beautiful setting. 


Unfortunately, this setting never actual- 
ly changes. The whole time you're run- 
ning, you'll be simply cycling through 
forests, then forest-like swamps, then 
back to forests. While you are usu- 
ally too focused on actually playing 
the game to notice this, a little variety 
would've gone a long way, especially 
when there are so many beautiful loca- 
tions to choose from from the film. The 
only character model you really see, 
Merida, is nicely done, featuring fairly 
realistic animations. New outfits for her 
to wear can be unlocked in the store, 
but these are merely cosmetic, in no 


way altering the gameplay. 
The one song played dur- 


AU DIO ing the game is luckily a 


very good one, taken from the original 
score of the film itself. It is enjoyable to 
listen to, making the game feel much 
more like an adventure, even if you are 
just swiping your phones screen. 


Things go downhill from there, but 
never below simple mediocrity. Merida 
occasionally drops a line of dialogue, 
which can get somewhat annoying, 
though | am impressed that the voice 
is done by Kelly Macdonald, who does 
the voice in the film. Sound effects 
serve their purpose well, from the in- 


creasing pitch of coin-collecting to 
the whooshes and hums of activating 
power-ups. Again, they're nothing spe- 
cial. The one shining exception of this, 
however, is the thumping of Mordu 
the bear's paws as he gallops after you, 
creating a great sense of urgency when 
you make a small mistake. 








GAMEPLAY Gameplay is the 

only real empha- 
sis and selling point of Temple Run: 
Brave. All you do to play is tilt the de- 
vice to collect coins (a non-intrusive 
use of accelerometer and gyroscopic 
controls), swipe across the screen to 
turn, swipe up to jump, and swipe 
down to slide. Occasionally an archery 
section, the only real gameplay ad- 
dition over the original Temple Run, 
will come up, allowing you to shoot at 
targets along the side of your path in 
order to get more points. This isn't an 
innovative feature at all, barely effect- 
ing the core game mechanics, but for 
what its worth, it's there. A few helpful 
power-ups are spread throughout your 
journey to aid you, but other than that 
you just collect as many coins as you 
can and run as long as possible. 


Since gameplay is what Temple Run: 
Brave is relying on to get your atten- 
tion, the important question is whether 
or not it works. | am happy to confirm 
that it does. In fact, it really works. The 
constantly increasing speed makes it a 
rushto play as you make dozens of split- 
second reactions at literally every turn. 
Once you meet your end, you instantly 
want to feel that speed once more, en- 
couraging you to hit thatreplay button. 





This is one of those games that you hate 
that you enjoy it so much. “Addicting” is 
an over-used word in regards to mobile 
casual games, but it really does apply 
here. While it doesn't offer a whole lot of 
depth, it does offer a great game to pick 
up and play for a few minutes at a time. 
Inthatregard, it definitely fulfills its goal. 

On top of 


REPLAYABILITY °" ‘oP o 


dicting nature of the game discussed 
above, there is also a system of improv- 
ing your power-ups using the coins 
you collect. This lets you personalize 
Temple Run: Brave to fit how you prefer 
to play by making your favorite power- 
ups even more helpful. Even with this 





store, the vast majority of Temple Run: 
Brave's replayability comes from, like 
most casual games, your desire to play 
itover and over again and continuously 
beat your high score. 


At this time, there are no GameCenter 
leaderboards in the iOS version of the 
game. These will certainly be added 
later, but it is worth noting. 


Temple Run: Brave is a good time-wast- 
er, but not too much beyond that. It 
is certainly well made and fun to play, 
but there is one very big catch to it - its 
price. When you get down to it, barely 
anything new has been added. The 
game is certainly worth $1, but | can- 
not justify even a tentative recommen- 
dation when it is essentially a reskin 
of a free game. Any fun you have with 
Temple Run: Brave can be had playing 
the original at absolutely no charge. | 
highly recommend you go download 
Temple Run, but unless you're a die- 
hard Pixar fan, give its unambitious 
spin-off a pass.! 
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3 doubt 
Aveil came 


I Pear das same. Herr Link, bake Mykal mit You: | 
all by herself, | 


und reach den bottom of dem bempel. 


E 
Aéhei ^ 

und I will 
| keep guard 
here. 4 


He's had ein ٩ 
- Pough life und das has | ER. 
„ Made him Stronger. Yeah, like 
| 5 : the rest oP ሀሬ. 


F You think S 
they'll Make 
. 7 


" Ja, Mykal 
ist Still ein kind, 
۲ however he'st ein 
Zora. Mit his assitence 
Herr Link will make 
it zo dem bottom... 


Tt must be pretty tough Por him, ٩ ም. If this "hero" burns out to be a phoney, 
you know, being the last one lo. he'd be completely crushed and I don't want him bo 
oF his race left and all. Now he | SuPPer anymore. i 
Pinally meets his hero and it turns out | 
that he used to work Por the enemy 
and Said Such horrible things. g 


I haraly believe 
in the legend anymore, 
but he Still has that 
little hope left. 


Wait Sheik! " S 
| Where are you | ! wá ` They're nob Prom’ 
u going? : | P" | den seagulls., 

Diese Peathers... - 
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" I' done with dis 


dumb fevers. و‎ 


Good going! " 


! Now we can make it to the bottom 


and get the sapphire! 


Ya dun ቺ 


' want yer 
, pretty hands 
to get soiled, 
E. right? 


Let's Pinish dis an’ 
.. get outta here! 


I See a door 


|, over there. 4 


We wouldn't - 
have made it 
through these 
Floors 
without 

your help. 


After all I'm 
jus' another 
„ Potten Pish. 





` Look, I'M sorry. I was so stupid 
back then, I didn’t know what 
I was Saving. 


' No, I don't know, bub that doesn't 
» ) MeanIcan'bondereband ib. 4 


Impa, the old one, She...um... she bold 


me your story before we left. 


F About your Pamily and friends; 
b being brutally murdered. ፊ 


” Imay have thought ill of you 
and the rebels in the past. 


” But now my mission i5 clear to me. 
| Ibecame a soldier to protect the 
ones I care about. 


= ۱ 


"Dun tell Sheik or Ashei 


"Aribe, on ‘un dat I cried. 


condition. 


Thelegend[otZeldaSeliRey,by,lom ۸ 





ም And, Aykal, right now 
I care about you a lot! 


STNA- Y SR 


Dat crazy hag was rite. Ya really 
dun know how it Peels bo be 
hunted like an animal. 


She told me how You were saved Y 
by that kind woman who treated you like 
۱ her own son. : 


F: And how she was also 
L taken away Prom you 


All the hunger, the pain you suffered. | 


un 


" 50 What 
do you say? 
Would you Porgive 
this Stupid 
guy? 


| You betcha! | 


I gots à reputation 
bo mäntäin, vá? 


Ha! You got My word. 
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50, dies ¡st where all 
dies Peathers were 
coming Prom. 


x. E T 


WA 


A VU ያ 


O DARES TO DISRUPT MY SLEEP F11 | 


3 
e ۱ a y 
? A 8 p 
LY UAM. 
k 
‘ 


Ist he 
Still alive? 











I beg your pardon " A, di "EM | 0a Something tells me | 
sage Gaebora. the brith “ብ Can you break the dass der person who locked 
Mein name ist yi chains that bind my you away has gone Zu 
Sheik, I'm here young | Peet and open the Meet her maker. 


[ 2 x 
zu free you eme cage that holds 
: y back my revenge? 
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Are we there yet Mr. Link? „ I can barely see at all. 


ም Ya, wassup — 
with all da Pog? 


P Something in 
' MM bUMAM bells 
Me that we're 


almost there. 4 


Look over yonder! 


OF course ib does! 
* That's bhe Skull 
4 CUN "of Lord Jábu-Jabu, | 
It looks like it you Moron! 
belonged bo — 
something biiiig! 4 


Dat voice! 


/2::52፡/7227፡-22፡7272፡27ሮ ie 
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! Jabu-Jabu was a gigantic Pish... patron oP the Zora. 


Although... this place was meant to be a temple Por Jabo, 1 
the Zora used ib to house ...a much bigger fish. ረብ 


Avery dangerous Pish... by the way. 


And this lever here... 
will set ib Pree once again! 


Because, You see... this temple is no temple, but a prison, guarded 


DUM the jungle people... to keep inside the Pearsome gargantuan 


Mashed Fish ...@uorg. 


۱۳ MAMA WAH! 
۲ 1 don't care... 
۰ I'm 25 good as 

E dead anyway. 


This prison was designed to 
hold the Gyorg in it, dead or alive... 
. 25 well as anyone else unfortunate enough 
- to be inside. 


Oh! almost Porgot... 


Long sbory Short... You 
two are screwed! 


Don't You dare 
touch Ghat lever! 


Might as well take 
you all DOWN WITH ME! 


By releasing the beast... I activated the 


self destruct mechanism... in a matter of 
Minutes we'll.. all be crushed... 
along With the Fish, 


he\legendlorZelda El |Rey/by,@omiz NG 
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IP you want your ...precious sapphire 
you'll have bo get it Prom the ...monster! | 


Wave Pon ... Sweethearts! 


Self destruct? Who the hell thought ib ۲ ۱ 
was 3 good idea to put 8 lever to peas This doesn't look good: 
: the Pish in the first placez- 2 5 
Really? 
I thought 
dis was all 
sugah an’ 
rainbows! 


. TLL-SEE-YOU-IN-HELLIN 


The temple is Palling down! y 1 
| 3 Whoa! what's going on? 


Der ground ' 
| ^ | Get me out 
| سم‎ 
ist shaking! po | oPhere, quick! 


ThellegendjofZelda alla ۸ 
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"This is not good. 
We won't Make 


it on time. AS a matter 


oF Pact, I do! 


Ya think dat thing is safe? 


The legendary 
- hero used 5, right? 
Now get on my back. 


men 


ج چک کا ااا 


GO With Sheik and Ashei 
and get the hell out oP here! 


Don't worry about Me, 
just go GO 2 


y hellegend/otZeldazEl/Rey ¡by (comizNGBhttp:// 
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Aveil was right about one thing... 
Now I hate Fish! 


To Be Continued... 
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Marvel vs Capcom Origins 
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| bounce right off the handle and speak frankly. Read at your 
discretion. | might be a little too real for most people. 


The message is simple, fuck re-releases. 
Expect Metal Gear Solid, get whichever 
title on every console conceivable. Yes 
even Peace Walker on the PSP. Itis 5-AM 
here in Canada, so obviously I have a lot 
on my mind and | have a strong urge to 
say what think. In this case, type what 
| think. And what guy rants on a blog 
with nicely constructed paragraphs 
and sentences? It 
would be more com- 
mon place to get 
drunk and drunk dial 
the old ex. | would 
drunk call an old ex, ሯ፪ 
but! don't careabout | 
a female that much 
to actually do so or 
drink for that matter. 


| just feel like piping 
up, like that drunk 
at the bar that likes 
to think he knows 
everything who al- 
ways crashes a con- 
versation. For me, 
its fun to play that part. The subject 
being, Re-releases, fuck em. What 
prompts me to say this? Capcom. Mar- 
vel vs. Capcom Origins. Re-releasing 
Marvel vs. Capcom and Marvel Su- 
per Heroes for current gen consoles. 


The only good thing to take from this, a 
younger generation will be introduced 
to something us old school gamers 
had in our day. But what dead consoles 
were they released for? The Sega Sat- 


urn, Sega Dreamcast, and the Playsta- 
tion. And if you kids are lazy and don't 
check out Wikipedia. l'Il tell you the PSX 
ports of these games suck. Sega, now 
there are no limits. Sega does go on to 
make the Sixth Gen Consoles a sad one 
by letting the Dreamcast die so young, 
which is why | was a PC Gamer through 
much of that period. 





| always feel its best to play these games 
the way you remember them in their 
day. Be it the PSX, Saturn, or Dreamcast. 
And for many of us old school gamer, 
we get a jolt of awesome hit us when 
we hear they are getting re-released. 
Not because we get to buy them again. 
A few will have those old school con- 
soles and their copy of Marvel Super 
Heroes and Marvel vs. Capcom. And 
we kept our copies and our dead con- 
soles through the years. Kind of like a 


sports fan that stayed faithful to his 
team through the darkest times and re- 
joices when they win the Stanley Cup 
or the Super Bowl orthe World Series or 
whatever trophy European Soccer has. 
We feel rewarded we kept faithful and 
preserved for love for the games and 
consoles. | know | was like, “FUCK YEAH! 
| HAVE MY MARVEL VS. CAPCOM COPY 
FOR THE DREAM- 
CAST!" Not really, just 
a quiet victory. Just 
makes me feel like a 
much more legit gam- 
er. Because, some of 
us are just playing 
the games because 
it's the biggest trend. 
And once it gets old, 
they will move on. 
Not me, man. Not 
me. Gamer for life. 


What's wrong with 
the Dreamcast or 
Satum version of 
Marvel vs. Capcom? 
Oh... you don't own a Dreamcast? You 
don't want to get a Dreamcast because 
it costs money? You don't care about 
the games on the Dreamcast or the Sat- 
urn? Those consoles suck? The graphics 
suck? Emulators are better? 


Here is what! saytothat. Fuck emulators. 
The Dreamcast and Saturn are the best 
things from the 90's. They to me, repre- 
sent what a gamer is about. Sure, some 
posers will have played the NES and Su- 


n. | ۹ ^ kN ል | 


. Sthat’s right, that isimy/Pnillips M 


per Nintendo intheir day and came back 
when the Xbox 360 and Call of Duty 
became popular. But the Sega Genesis, 
the Neo Geo Aes, the Turbografx-16, 
the Atari Jaguar, and the Saturn and 
Dreamcast are a place you go to eam 
your gamerhood. Yes, even the fuck- 
ing Phillips CDI. | have one, don't you? 


It is the simple idea; you want to be 
more of a gamer so you go for the 
consoles and games that are far out of 
the public eye and the lesser known. 
Yes, we were lost and we are looking 
for something different, exciting, and 
fun. Video games were something we 
found exciting, but we wanted more. 
So it took us to strange places and of- 
ten times we didn't like what we found. 
However, with time, we learned to like 
them. Without us, a lot of things might 
have never taken off and the world 
would be a totally different place. But it 
was a time when we got what we want- 
ed a lot more often. 


A gamer should be well-versed in all the 
history, games, genres and consoles 
should he not? You can hate a genre or 
console or game, but still have a good 
understanding of them. Its knowledge 
with a firm opinion on subjects. You 
havethe internet, there is no excuse any- 
more! That's what lam trying to say here. 


But good on Capcom for re-releasing 
these games for the younger genera- 
tion. But who is gonna buy them? Us 
old school gamers who remember 
them, have a steady income, and spend 
a lot of time on gamer websites. Maybe 
a few curious kids will be lucky to pick 
them up and truly appreciate what it 
was like back then and 
how it still kicks ass today. 


Capcom calls those two 
games the origins of the 
Marvel vs. series. No it was 
X-men vs. Street Fighter 
that started it all. And it 
just being merger of the 
Street Fighter Alpha series, 
Children of the Atom, and 
Marvel Super Heroes. But 
of course, this is all you get 
because of legal bullshit. 
But for some of us with 
those games and Satum 
and Dreamcast, we can 
enjoy the real origins. 


Sadly, | don't own Children 
of the Atom, or Marvel 
Super Heroes, or Marvel 
Super Heroes vs. Street 
Fighter. | will get them 
sooner rather than later. 
The point is, | have Marvel 
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vs. Capcom and Marvel vs. Capcom 2 
on the Dreamcast and X-men vs. Street 
Fighter on the Saturn. | understand this 
was rant-orientated with a lot of con- 
flicting ideas and subjects, but it comes 
together--somehow. And only a small 
few will be like, “Hell yeah! Dark Magi- 
cian! Boy, you said it!” 


y ሙ” 


DE, 
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Korra Finale Review 
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Sure, the finale for The Legend of Korra is heavily flawed with plot holes, 
character development stalemates, and a very rushed ending that makes 
fans ask more questions than the whole finale was meant to answer. But 
atthe same time, Burfand | both agree the action is awesome, the drama 
is well done, the storytelling is well executed, and we got to see Bumi! YAY! 





4 Dear Readers, Pa w ፦ ሂሪ € 
FLAPPERDOODLE (FD): I know it was a while ago, > 
Fund it is a bit late, but it's time for me to finally 
: ye my of the last two episodes of The 
. leg ۱ otherwise known as the season 
Rr: e. It has been very controversial for many 
| p f the site, and I think it is time fo 
finally voice my opinion. But I feel two fans are 
better than one in this case, so with me I have gl 
Burf12345 to help me review these episodes! 























- Burf12345 (B): As Flapperdoodle mentioned, | am 
also a huge fan of Avatar: The Last Airbender, and 
it's only fitting for me to watch The Legend of 
` Korra. I have decided to join forces with my fellow 
fan, because as Flaps already mentioned, two fans 
are better than one in order to review the much 
anticipated finale of The Legend of Korra in the 
form of two episodes: "Skeletons in the Closet" 
and "Endgame". 


















۶ ርፎ 
_ FD: With that being said, we are going to take my ZN 
۱ format of reviewing, while making it more so of a 
۱ conversation between fans. But please take note, " 
considering BOTH episodes are the finale, we 
Er ‘to consider them combined for the es 
3 Is: oing to be a spoiler-heavy dis- 
le, so please watch before Ei 
jis. OK, ready to begin got d 


| . . Let's ge his r wise 
= s ab A 
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Flapperdoodle (Regular): So, in my hon- 
est opinion, the plot in this episode was 
really split into two different parts. The 
first was the backstory with Amon a.k.a. 
Noatak, and then the second part was 
Korra defeating Amon. So Burf, what 
did you think of the backstory segment 
with Tarrlok, Yakone, and Noatak? 


Burf12345 (Italic): | honestly thought 
that the whole backstory was surpris- 
ing, but flawed. The reveal of Amon 
as Tarrlok' brother shocked me, but 
throughout the whole story, | felt that 
the Tarrlok in the flashback is com- 
pletely different from the Tarrlok that 
locked up Korra outside Republic city. 


Hm... Very good point. | did see Tar- 
rlok as a bit too nice, and | feel that in 
reality, Tarrlok would've become men- 
tally strong like Noatak and Yakone did. 
However, | cannot deny the execution 
of the story, as well as the story itself, 
had me hooked for the whole duration 
of it. It was one of the best parts of the 
entire season for me, just because the 
storytelling was so beautiful. 


l agree, it was told in a fashion of re- 
gret from Tarrlok, regret of not 
joining Noatak, because 
if he had joined Noatak, 
\ things might have gone 
better for him, and Re- 
public City. However, the 
main flaw I find with the story, and the 
first part of the finale is that we don't see 
what turned Noatak into Amon, | mean 
Noatak bloodbends Yakone, runs away, 
and about 25 years later, he’s Amon, and 
I feel that that’s a big gap in the character 
that could have made Amon a much bet- 
ter villain. 





Yes, and in fact, Amon's true motivation 
of hating benders seems very loosely 
tied together. | get his father was an 
ass, but! felt Amon as a villain deserved 
a smooth character study. 


And | highly doubt we'll ever find out 
how he changed his name from No- 
atak to Amon, because of something 

that happens in “Endgame”; which 
we'll discuss later. 
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While we are on the 
subject of his back- 
story, I've noticed 
the show does a 
good job of, at the 
very least, executing 
a backstory like this, 
would you agree? 


Would you care to 
remind me of other 
backstories told in the 
same fashion? 


Well, there was the 
meditation segment earlier in the sea- 
son which showed off the court case 
with Yakome. And then there were the 
first five minutes of the first episode. 


| do feel those backstories are well ex- 
ecuted, and while the backstory with Tar- 
rlok and Noatak doesn't fill the main gap 
of Amon, | do feel that it’s presented in a 
fashion that gives you a complete under- 
standing of everything you need to know 
regarding the characters. 


And it was just so interesting... 


Anyway, | suggest we move past the 
backstory and move on to other aspects 
of the finale. 


OK, moving on. Let's talk about the 
action, combat, and fighting scenes. 
What was your overall opinion on those 
scenes? 


I thought the action, and the combat was 
really well executed, but spread a bit too 
thinin my opinion, Imean when you com- 
pare the action in the finale to the action 





found in Sozin’s Comet part 3 and4, itfeels 
like there's not enough for a season finale. 


| don't know if it is too fair to judge the 
combat based on the past season when 
it comes to bulk. | will say | thought 
there was a good amount of it, and it 
was nice to see some variation. We 
got some vehicles in the mix, we saw 
some hand to hand bending, as a plus. 
| thought the combat was very engag- 
ing and well animated as well. 


| agree, the action we did get was awe- 
some, but | have a small nitpick, and 
that's the fact that we don't get enough 
earthbending, 1 know it's minor, but it 
bothered me. Another thing I liked about 
the action is the emotional impact it had, 
which I assume we'll discuss about in the 
Characters part of the review. 


Right, but the combat does affect the 
plot, mainly being the areas of General 
Iroh and Amon's blood bending ability. 
Do you think they handled the blood 
bending well in the show. Was it a sur- 
prise to you they included it. 








After the reveal thatAmon’s a bloodbend- 
er, | was excepting him to bloodbend, be- 
cause the shit hit the fan, and Amon was 
pushed to a corner with no choice but to 
bloodbend. But I still don’t understand 
how he uses bloodbending to take some- 
one’s bending away. 


Truth, there was some plot loose ends, 
| assume we should elaborate on that. 
One of the biggest problems of the en- 
tire show in my opinion is the plot han- 
dling. At times it can be rushed and very 
poorly executed. While | liked the plot 
of the episode, even | can admit when 
things are missing, and it seems many 
questions we've been asking since Day 
1 never got answered. 


“Rushed” is the perfect word to describe 
Legend of Korra as a whole. Not only does 
the finale not answer some question from 
the beginning of the series, the last scenes 
of the final add even more questions and 
plot-holes. Why don't you tell everyone 
exactly what happened at the end so we 
can discuss the problems that arise fromit. 


Agreed, let's discuss this after the 
RECAP TIME! 


So, to start off, Korra's bending is taken 
away by Amon, but soon she becomes 
able to airbend Amon, which surprises 
everyone including herself. Once we see 
Amon and Tarrlok leave the island and 
(supposedly) die, Katara says she can't re- 
vive her and bring her bending ability of 
the rest of the elements back up and run- 
ning. Then, she is visited by Avatar Aang, 
and every other Avatar who has ever lived, 
and Aang puts Korra in the Avatar state. 
This causes hertoregain her bending, and 


have the power to give it to other people... 


Yes, yes.. good recap there, but you 
know what? 


What? 


How about you sum up why it's so bad 
there are so many plot holes! 


Do I really need to go over why it's bad? 
It feels to me that they just wanted to 
get everything the fans wanted from the 
finale, regardless of it making sense. The 
fans wanted Korra airbending, we got it, 
the fans wanted Korra talking to Aang's 
spirit, we got it, the fans wanted Korra 
in the Avatar state, and we got that as 
well. | have two more plot holes and/or 
gripes that | missed: 1. why did Aang's 
spirit show up? She wasn't connecting to 
her spiritual side, she was crying her eyes 
out and being miserable. 2. What was the 
point of Bumi showing up at the end? He 
served no purpose to the episode, and the 
episode could have been fine without him, 
his sole purpose was to please the fans. 


But here's the worst part, half of these 
plot holes may not even be mentioned 
due to Amon’ supposed “death”, which 
was never solidified. Nobody really 
knows what happened, but | doubt 
Amon will come back in Season 2. | 
would believe Amon could live some- 
how being the villain he is, but it really 
worries me at this point about how the 
Korra team will handle a second sea- 
son, because there are way too many 
plot holes for their own good. 


But here's the thing about the plot holes, 
| don't blame Michael Dante DiMartino 








and Bryan Konietzko (the creators of the 
show) for these problems, | blame Nick- 
elodeon. You see, Nick only asked for 
12 episodes at first, and that’s why they 
planned for a single season with a con- 
tained plot, but halfway through the se- 
ries, Nick wanted another season, so l'm 
guessing that really threw them off, and 
completely changed their plans, so they 
couldn't make sure that there weren't 
any plot holes, because they had to worry 
about a second season. It’s just a theory, 
so you mind telling me yours? 


| don't need a theory, what | need is 
these guys going in to make a show 
that ISN’T one single season. | hate 
when producers and channels try to 
condense a show into a specific num- 
ber of episodes, because it opens up to 
rushing and instability. Go into a show 
with 3-6 seasons in mind, not one. ESPE- 
CIALLY with a show like The Legend of 
Korra, something with a more large fan 
following than you can imagine. It up- 
sets me, because this show doesn't de- 
serve A season, it deserves 3-4 seasons. 


This brings up a big difference between 
Legend of Korra, and The Last Airbender. 
an average season of The Last Airbender 
is about 20 episodes, while the first sea- 
son of Legend of Korra was 12 episodes, 
what Im saying is that those 8 extra 
episodes could have solved most of the 
problems that exist in the series, ¡.e. lack 
of development for some characters, 
rushed plot points, and plot holes. If they 
had done the series in the mindset you 
said they should have, they could have 
fixed the problems at around the time the 
pro-bending tournament ended. 


OK, enough plot, | think it's time to 
name off some names. 
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NAME THOSE PLOT ROLES! 


Here’s how we play, you gotta name as many 
plot holes as you can in the next minute... 


Ready... and... GO! 





ra's bending, how did 
e she airbend® 


Isn't the key to 
airbending to relax? 
e Then uir did her 


airbending come from anger? 


IF Amon used blood- 
bending to take Kor- 
e ra's bending, how did 


Aang use تن‎ ybending to 
give Korra back her bending? 


Couldn't Katara have 
waited for the full 
e moon and use blood- 


bending to undo what Amon 
did to Korra and Lin? 


When Amon used 
5 bloodbending to keep 
e Mako ی‎ how 
did Mako break free hom 
Amon’s control? 


If Amon can use psy- 

6 chic bloodbendina, 
e and Korra was on 

to him, why did he need to 


get di in order to take her 
ending? 


] IF Amon blocked Kor- 


When Amon showed 
his fake burned face, 
e how did he get his lip 
to look burned? 


Why was it so half- 

8 cased? All it took to get 

e Korra and Mako to- 

gether was that Korra got her 

bending back, Mako didn’t 

even break up with Asami, | 
mean really?! 
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۱ think we should start with General 
Iroh. 


For a character with such a short time 
on the show, he got me straight away. 
| loved his character, not only because 
he was one of the smarter characters 
and had more common sense and was 
realistic, but | loved him because even 
despite the fact that he’s a general, he 
is smart and can fight for himself. Plus... 
getting Zuko's voice actor helped a bit. 
He was just a breath of fresh air in the 
finale, and | liked him. 


And we got to see him doing so many 
badass firebending stunts, like using 
flames to help him fly (in the same manor 
of Azula and Ozai) which gave him the 
nickname Irohman, blasting the bombs 
of an enemy airplane to blow the blaster 
up, and just simply taking down enemy 
planes using firebending. You also got to 
give him credit for managing to some- 
what learn how to fly a plane, despite 
him never being in one before. Although 
I must mention that it bothered me that 





Iroh has the same voice as Zuko because 
whenever I hear Dante Basco's, my mind 
immediately thinks of Zuko. 


Despite that, | can't wait to see more of 
Iroh next season. 


Hell yeah we better see more of him 
next season! But now, let's shift gears 
and discuss... Asami... | think everyone 
knows my stance on Asami, but | am in- 
terested to see what Burf thinks... 





| don't hate Asami that much, l'm actu- 
ally more surprised that considering ev- 
erything she went through, she's still very 
loyal to the new Team Avatar. | mean 
think about it, she lost her mother to a 
firebender, her father turned out to be an 
Equalist, her relationship is falling apart, 
and nobody seems to care, if | were her, Id 
join Hiroshi pretty quickly. What I'm say- 
ing is that | was expecting her to betray 
Team Avatar in the finale, and her not do- 
ing shows how loyal she really is. 


Yeah... but | guess | just hate her be- 
cause of the romance, which in my 
opinion is the biggest problem with the 
season as a whole. The romance flat out 
SUCKED. 


I think the romance is terrible as well, but! 
don't blame Asami, | blame Mako, who in 
my opinion is the worst character in Leg- 
end of Korra. 


Ooh! Interesting, tell me more. 


First, he's a complete hypocrite, | mean 
he tells Bolin in episode 5 "I believe that 
you shouldn't date your team-mate’ but 
what does he later do? He kissed Korra 
later in the episode, and in the finale 
confesses his “eternal love” to her, what 
a load. Let's not forget how little effort he 
puts into the relationship, it’s like he just 
expects Asami to understand that he's 
“secretly” in love with Korra. 


You have some valid concerns... | never 
loved Mako from the start, but | didn't 
HATE him like you did. You seem to de- 
spise him... 


۱ hate him because Legend of Korra has a 
lot of characters, and it develops so few 
of them, so when they do develop one of 
the main characters, youd think it would 
be to make you like the character more, 


like with Katara, but instead they develop 
Mako into a giant douche. 


Hm. Well, fans will be fans. Let's talk 
about Lin Beifong, because | honestly 
loved her character. They seemed to re- 
ally hita home run with her being just 
such a fascinating and well-made char- 
acter. Whether it was her bravery, com- 
mon sense, or just her actions, | think | 
have to say she’s my favorite character 
in the series at this point. 


| do think she's a truly awesome char- 
acter, perfectly continuing the Bei Fong 
blood-line of awesomeness. 


Yup, Toph was such a great character. 
Any character you want my opinion on? 


AAA NENNE = MY 


Certainly. Now that the first season is 
over, what are your thoughts on Korra? 


Oh boy, Korra. | think was a well done 
character by the end of the season. At 
first she started out likeable for confus- 
ing for me, as it was hard to see what 
true motivation she had. However, 
as the series moved on, and internal 
conflict started to show up, | think her 
character truly went through the devel- 


opment the show needed for that char- 
acter. | think there were some missed 
opportunities as to learning lessons, 
but hey, | think they did a solid job for a 
title character. 


Although the development is a bit ruined 
by the cop-out ending. 


Oh boy, not the ending again. Let's 
move on to animation quickly. 
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Let'snotspendmuchtimeonthis section, cause the animation 
is obviously awesome. Burf, just give a little bit of elaboration. 


The animation itself is awesome as usual, and there are always 
so many details, but the one thing that felt awkward through- 
out the entire series were the short CGI parts, like the one where 
Amon's mask falls of Aang’s statue. 


I didn't mind them. Sure, they were out of place, but | found 
them passable. 


They were short, but they still bothered me every time they 
popped up. 


| can see why. Anime does not mix with CGI often. Anything 
else to comment on? 


Just that while the CGI was awkward, | noticed the core anima- 
tion was improved over The Last Airbender. 


Yeah, for me the most specific was the bending animation. It 
looks frackin amazing. 





So, | guess the comedy wasn't VERY apparent here, but there 
were some funny moments here and there. 


When Bolin was on we did get some funny moments with him, 
which | did laugh at even after a second viewing. 


| remember one quote, “WE GOT NAAAAAGAAAAAAAAAA, 
YEAH!” That cracked me up for a good minute or two. 


Let's not forget that Meelo is hilarious as usual, despite him get- 
ting only one line. 


Fair enough, but what was truly here was the drama. It was 
really good, specifically with the Yakone and Noatak back- 
story. It seemed very dark, and | dunno about you, but the 
blood bending segments were disturbing as hell. 


Especially when you see the faces of the wolves that were under 
the bloodbending. 


So sad... But | felt the episode overall kept me on my toes, 
even though | knew it would be happy in the end. 


Even if the ending did kinda ruined so many things. 
| think we all have established the ending sucks. 
You're right. 


But you have to admit, the airbending was a small surprise in 
the midst of everything. 


I was expecting her to airbend, the “when” came as a surprise, 
but | knew it was going to happen. 


That’s what | meant. Sure, yeah, airbending is expected. But 
when you thought she lost it, yeah, it was weird to see it pop 


up. 


While it was weird, it was satisfying as hell to watch Korra kick 
Amon’ ass with airbending. 


Agreed. Kick. Ass. Anything else to comment on the overall 
product? 


We have yet to discuss what happened with Tarrlok and Noatak 
at the end, care to give the details? 


Oh yeah, interesting what happens. Noatak convinces Tarrlok 
to join him as they leave Republic City to go start some other 
crappy rebellion. Along the way, Tarrlok, using an Equalist 
electricity glove thingy blows up the boat, and many people 
assumed Noatak died. Not so sure of that though... 





It would be interest- 
ing if he survived, 
but I doubt it, since 
the villain for book 
2 is confırmed to be 
anew villain. 


Yeah, that sucks, 
but | still think he 
could've lived. 
Based on Amon's 
character, it would 
seem an explosive 
boat wouldn't stop 
him. 


Although it did 
probably catch him 
by surprise, seeing 
as he didn't stop 
Tarrlok with blood- 
bending. 





Right... either way, 
itwas probably the 
only plot point in the ending that gave off real mystery. 


And some genuine sadness, considering that at the end of the 
episode, Tarrlok did seem like a different person. 


Yeah, it was good to see some development from him. 





4 A 
መ” 
— کے‎ 


Well Burf, it's time. How would you sum up your thoughts on 
the finale? 


I would sum them up in one word: “disappointment” The big 
spiritual moment Korra should have had was all wrong, the 
big moment of her airbending made no sense, her getting her 
bending back madeno sense, the backstory had some problems 
that were mentioned, Mako hasn't improved as a character, the 
conclusion to Asami‘ story felt kinda empty, and we didn't get 
enough of Bumi. 


Well, what did you LIKE about it? 


The action was fantastic, the rest of the drama was superb (like 
seeing the airbenders tied up on stage), and | genuinely felt sad 
at the ending, and then | felt happy despite the lack of logic. The 
finale was flawed, but it was still emotionally charged as hell, 
and | do think it's better than the finale of the first season of The 
Last Airbender. 


Well... | dunno if I'd go that far, but yeah, it was a well-made 
finale. Honestly, the only problem | saw with the finale were 
the many plot holes. | thought the story was done very well, 
there were some true surprises, the animation was superb, 
the story was paced well, the characters were fun to watch, 
and there was some true drama and comedy. 


ENTER NENNE = ۲ 


The ending and plot holes is really where the show suffers. 


100% agreed, the ending and the series overall had too many 
plot holes, which hopefully won't be present in Book 2. 


Now, to sum up, let's discuss the season as a whole. You can 
sum it up first. 


I will say that the first season had three big problems: the story 
was rushed, just a handful of characters were actually devel- 
oped, and some plot holes you could drive a car through. 


Totally agree, | wish some characters like Mako, Asami, Bolin, 
and Tenzin got more development on their issues. 


Mako needs some development so he won't be such in asshole, I 
thought Asami was a good character by the middle of the series, 
and | do agree on Bolin and Tenzin needing more development, 
because | really like Bolin and Tenzin in episodes 5 and 2 respec- 
tively, and! wish we got more of that. 


Also, I still want to know where Lin got her scar. 
OK, let's really wrap up with a grade forthe finale. I'd be willing 


to give the episode a solid 8/10. Which is in my book, Good. 
Sure, there were plot holes, but that was really it finale wise. 


That’ exactly what I was going to give the finale as well. And 
the season as a whole in my eyes deserves a: 





Meh, the season as a whole... | dunno if | could give it a grade. 
Maybe a: 





But with that, we have concluded our little discussion. Thanks 
to Burf12345 for doing this with me, it was a lot of fun. 


I had a lot of fun doing this as well; | hope to maybe do another 
collab in the future. 


Thanks for reading everyone. Leave your thoughts on the fi- 
nale down below. See you all later! 
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| defend motion gaming on a fried brain, enjoy my ramblings! this article 
willb@wery strange and by no means is to be taken literally. well, the de- * 
fense Of motion gaming, yes, but not the silly parts. NO ONE COMPLAIN: 





>. m 


Well, it’s that time, my friends. We all 
have to discuss motion gaming one 
day, and seeing as my brain is initially 
fried for the next few days, I’m going to 
give you a very strange defense of it. 
So....um....here we go. 


Well, chances are, if you're on this web- 
site, you are not a “casual gamer” Or, at 
least by our standards, you're not. And 


that being said, you probably do not 
play a lot of motion games. | think | can 
tell you why. | think. But before | do so, 
here's a bit by Jerry Seinfeld. 


Now, what does that remind you of? 
How’s about us? We can't get enough of 
gaming.We have asystem in every room 
of our house. We go to arcades, and 


take our DS's with us wherever we go. 
Butthe second someone brings up mo- 
tion gaming, we go, “Well, that's not real 
gaming,” or, “Well, | hate that.” But why? 


Three reasons: lots of change, a broader 
demographic, and a sh*t ton of shovel- 
ware. But, looking past that is this divi- 
sion of gaming that bad? Let's take a 
look at each of these reasons. Individu- 
alike. Yeah, | think that’s a word... 


Oh, but first, I'm not going to talk about 
the Move. It sucks. Everything about it 
sucks. And Wonderbook...Sheesh. 


Okay. So...change. Barack Obama likes 
it. Nerds don't. And between George 
Lucas, YouTube, and DC Comics, we've 





had to deal with a crap load of change 
in the past few years. So, we go to our 
tried and true, video games, for com- 
fort. But look! Now EVERYONE has mo- 
tion control. And it’s taking precious de- 
velopment time away from the games 
that we want made! 


Relax. Just calm down. We Nintendo 
fans are set for life. Even while they take 
everyone and their grandma's money 
with the Wii, we have the Wii U on the 
way and with an actual controller this 
time. And the Wii U Pad looks alright. 


Maybe we can play DS games on our 
TVs now. Plus, I'm pretty sure even when 
Miyamoto kicks the bucket, they'll put 
his brain on ice just like Walt Disney, 
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and use it to continue to make great 
games until the end of time. And you 
Microsoft fanboys? Well, you'll get your 
Halo and stuff. You go play with that. 


Sony fans, | ከገ sorry, but you just have 
to hold out for some good Move stuff. 


As for broadening the demographic, | 
don't mind this a bit. If my 78 year old 
grandma can watch me play Super Ma- 
rio Galaxy, then that’s pretty cool. | like 
that my family can play games with me. 
And if you don't like to have fun with 
your family, then...don't. Or something. 


You can always just laugh at your mom 
playing Just Dance 3. However, if you do 
this, you are a terrible person. TERRIBLE. 


>, 










l'm a terrible person... As for shovelware, 
it is a known fact that there are crappier 
third-party games on the Wii and Kinect 
then there are inthe country of Yugosla- 
via, which l'm pretty sure is a real place. 


However, there are also more than a 
few diamonds in the rough. 


Plus we have all those good first party 
titles to look forward to. On the Wii, | 
mean.l'mnotabig Microsoft guy, butthe 
Kinect still needs to get its act together. 


At least you have that ME3 voice con- 
trol. That's pretty cool, | guess. And the 
Move...well, if you like to read, there's 
Wonderbook.Maybe you'll getsomesort 
of Reading Rainbow package with that. 
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Well, | think I've covered every com- 
plaint you guys have about motion 
controls. Yep, that's it. Nothing more 
to talk about. My work is done here. 
Okay, joking aside, | do want to stick up 
for motion gaming. It has its flaws, but 
hey, it's here, and it's here to stay. Prob- 
ably. And while it does have its flaws, 
it is getting better. And hopefully, one 
day, we'll all be able to throw real life 
Gadoukens perfectly. 


That's right. | throw Gadoukens. 


Well, | hope | gave you all plenty of 
laughs and stuff. Thanks for taking the 
time to read my blog. Hopefully I'll have 
something a little more down toned 
next time around. 8 
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The dual analog controller was one of the best inventions brought into gaming by Sony; but 

with a new controller, and a new franchise, in the middle of the PlayStation’s life, Ape Escape 

was a risky venture. Is this game a subject of ‘first to do it, worst done it’ philosophy? Is the 
game just ‘monkeying’ around? Or is it something absolutely prime? 


Ape Escape takes place in a futuristic, 
foreign, and in ways, also pleasantly 
familiar world where scientific study 
has accidentally given our primates a 
chance to rise above us. Spike haired 
'Spike' and his blue haired companion 
wander into a lab where the professor 
and his assistant, Natalie have been tied 
up by apes wearing enhancive helmets. 


Turns out a white ape named Specter 
managed to somehow get a hold of 
said helmet which was recently created 
in the lab. Specter was already the 
smart ape and with this, he becomes 
smarter and releases hundreds of other 
primates. Furthermore, these apes 
are bad news because they've got 
guns, cosplay, are armed with futuristic 
machinery, and are all in for causing 
some havoc. 


With the army of apes, Specter arms 
every one of them with a helmet and 
has sent his legions back in time to 
erase humanities accomplishments 
and rewrite the history of apes. Along 
the way, Spike and his friend get sent 
back in time and end up separated 
amongst our primates. Even so, Spike 
still finds help through his friends. 


The Professor reports observations 
of the shifting timelines you're mov- 
ing through and the implementing 
changes being developed by your op- 
position. They'll also brief you on the 
gadgets being sent to you. In terms of 
story, the game pulls a fairly standard 
'we fucked up’ affair which places you 
in a situation to sort it allout. Char- 
acter development and dialogue is 
pretty low or nonexistent. Still, the 


story stays out ofthe way and is alright 
when it intervenes briefly; the apes in 
particular add humor to a scene just 
the right way that it feels creative. 


As is with the typical platformer, Spike 
is instructed to travel to various levels 
and catch so many of the wreaking 
population of apes. To my chagrin, as 
soon as Spike captures enough apes, 
he's immediately beamed back to his 
teleport base without the option of 
you to continue exploring. However, 
no level can be fully completed the first 
time you go at it; but when you come 
back, you'll start at the beginning of 
the level even when there were apes 
you could've clearly caught on your 
firstrun. He also collects energy chips, 
t-shirts, and cookies too boost his re- 
spawn count and health (interesting 





collection of healing items to say the 
least). This all sounds as traditional 
as possible in terms of 3D platformers 
but there are mini-games you can un- 
lock by collecting these huge Specter 
coins. Spike can also climb up trees 
to get better viewpoints. There's also 
a hub world that isn't as large as other 
hub worlds in these 

types of games; but it's 

this game's ideal. Indi- 

vidual areas allow you 

to save and load your 

game, select any envi- 

ronment you've already 

been to, retrain with 

gadgets, and access the 

mini-games. 


The camera is alright 
but there have been 
better designs before; 
the camera is immedi- 
ately centered behind 
you with the tap of a 
button and the d-pad 
cansteerthecamera,or "#47 
look freely from a first- 
person perspective. 
The default camera pro- 
gramming works well, 
except when you've 
adjusted the camera to 
focus in on something 
particular and then it 
re-corrects itself which 
diverts from what you 
originally positioned 
the camera for! Hope- 
fully you're good at 
steering your jumps 
because you'll some- 
times need to do this 
to catch every ape. The 
first-person viewpoint 
is also useful; but it's 
extremely tepid about 
being used in confined 
areas, making me use 
this option only half as 
often as | would have. 


So, now that Sony has convinced you 
to by this analog controller, what does 
it do for the game? A lot, in fact the 
game gives you a highly precise degree 
of control and does this without feel- 
ing like the control is overly respon- 
sive. With the analog sticks, you can 
move in any precise direction as well 
as switch between walking and crawl- 


ing (depending on how far you move 
the stick) with the left nub. The right 
stick is used for gadgets and weapons; 
intuitively, these are personally assign- 
able to the face buttons (X, O, Triangle, 
Square) and there's a decent number 
each with highly different utilizations. 
One is a multi-ammo slingshot where 











you lean the nub back like a sling to 
get a precise shot; when you're aimed 
up, you release the nub just like with 


a slingshot. Another is a ‘monkey ra- 
dar’ where you steer the nub around to 
find a hiding ape; however, the range 
on this device is limited. When you 
pick up a target, you'll get a vibrating, 
blinking icon, and you can see the ape's 
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stats. Likely your go-to tools are your 
‘stun club’ and ‘monkey net’; the stun 
club is designed like a sword and can be 
struck in any direction with aflick ofthe 
analog stick. It can also be swung 360 
degrees by rolling the nub around in a 
circular manner. The net is similar in its 
control maneuvers, but the trick with 
the net is you now have 
to capture the apes 
with it when they're 
KOd or unaware. 


Now, in the world of 
Ape Escape where apes 
have travelled back in 
time, there is no limit to 
where, when, or what 
they've occupied and 
this makes levels very 
interesting. You'll see 
an array of different en- 
vironments and they'll 
quickly throw you into 
every type of level de- 
sign platformers have 
attempted thus far and 
a few others too. You'll 
get to fly, swim, speed 
run, and man vehicles 
all from time to time. 
Additionally, levels are 
intuitively designed; 
navigating multi-tier 
levels with open de- 
signs, hidden areas, and 
challenging (but fair) 
jumping environments 
or mini-bosses simply is 
Ape Escape's standard 
and not the exception. 
This level of design 
makes you wonder just 
what's gonna happen 
next when you hit a 
button or interact with 
something peculiar and 
just makes you wonder 
what else they've con- 
jured up. 


The helmets these apes 
got their paws on raised their IQ by a 
significant degree and usually make 
them at least a simple challenge to 
overcome. Each primate has 3 differ- 
ent stats, a name, and might also be 
armed with a weapon or vehicle. The 
stats revolve around the ape' speed, 
attack, and alert. You may have no- 
ticed something there, ‘alert’ means 
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stealth and this element is optional but 
yes, some monkeys are hyper sensitive 
to your presence and some are as lazy 
as Fatman. You can tell by the color 
of an ape's siren, what degree they 
are aware of you; this can deviate be- 
tween not knowing, cautiously uneasy, 
and full blown aware. The mastery of 
stealth largely comes from learning the 
core mechanics of the control behavior 
and patience - gadgets may help you 
in these cases but they aren't exactly 
necessary. l've admittedly been talking 
about apes being the enemy at large 
but there are other levels including gi- 
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ant electric fish, birds, stone statues, 
and some other very out-of-this-world 


designs. They also add to the experi- 
ence especially because there's nothing 
really like with what l've seen in terms 
of enemy designs that's like this - Poké- 
mon is maybe a distant comparison 
with some of these designs. 


It's very interesting in terms of visuals 
for a game like this, compared to com- 
petitors; Ape Escape looks fair (maybe 
a little basic) in terms of polygons and 
yet everything it does with those poly- 
gons make for environments that are 
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of baboons carly buta daring zoo escape. 
its up to YOU to stop the chimps before 
out of the bumaniractt, 


incredibly attractive. The animations 
are lively, the colors span a wide range, 
texturing is pretty clear, and the de- 
signs have a wonderfully foreign look 
to themselves. Knowing this Japa- 
nese development retains most of it- 
self probably is the reason for all of this 
from the trees and stages that change 
with time periods to each level having 
something particularly otherworldly. 
This also all applies in general for the 
sounds and tunesthathave been smart- 
ly conjured and are technically strong. 


The music brims with the whole theme 
of going outon an unknown adventure 
and encountering all sorts of events. 
The music changes constantly and car- 
ries along with Ape Escape's sometimes 
hectic pacing; in fact depending on how 
you move (running, walking, or crawl- 
ing), the music will become more or less 
present with Spike. As for the acting... 
yeah, its pretty mediocre and Spike's 
one-liners are god damn lame; | know 
acting in the 90s wasn't anything good 
but this can sound unnecessarily bad. 


Ape Escape's length lands for most at 
about 10 - 12 hours - that does include 
the time you spend in tutorial stages. 
It's an okay length especially when ev- 
ery level virtually insists that you come 
back when you've got more gadgets for 
all 200 or so apes. You should do this 
but! don’tthink yourinterest will extend 
as far as the number of apes to collect. 


Ape Escape is a grand endeavor that 
justifies the tech it sells and the game 
it backs that tech with. In spite of a 
few small design issues and some me- 
diocre VO, all of this just ends up be- 
ing nitpicks. Ape Escape provides an 
innovative, foreign, and familiar but 
also unapproached concept to 3D 
platformers; the result is something 
that knocks the brazened competition 
back at least a whole tier and prob- 
ably more for the genre. Ultimately, 
Ape Escape takes things to the next 
level and any fan of games should 
be riding the wave of a game that 
does that; so, go ape and enjoy it. 


9.5/10 
BUY IT! 
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Difficulty seems to be a hotly debated topic among genera- 
tions of gamers. Some want a less frustrating, streamlined 
experience with more lenient checkpoints, while many oth- 
ers seem to be clamoring for a brutal Demons Souls-esque 
challenge. Thus, a tough balancing act of appeal is imposed 
upon the developer whose goal is to engross every player in 
their game with clever challenges and obstacles, while try- 
ing not to send said players into a controller-chucking fury. 


The overall challenge presented to the player in video games 
has always been a thought-provoking issue for me because, 
as much as | hate to admit it, | suck at most video games. I've 
never come close to defeating any of the bosses in the first 
Metroid, I've never made it very far into Contra (even with 
the Konami code), and hell I've never even beaten the origi- 
nal Super Mario Bros.! Watching me try to play a particularly 
hard game, especially one from the 8 or 16-bit eras, is like 
watching a quadriplegic try to walk a tightrope while jug- 
gling knives and chainsaws. It truly is a sad state of affairs. 


| like to think that if | actually sunk some time into these 
games | could make some significant progress towards com- 
pleting them, but | guess l'm just too easily discouraged. 
Don't get me wrong, | love playing those NES classics and 
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no secretithatygamesjare}becoming a lotimore-streamlined,and easier than they were over 

whyahassthesdifiiculty been toned,down in recent years? What canjdevelop- 

a ole school masochists, while still remaining user-friendlysto newcomers? 
A / 


the like and | usually try to display some semblance of skill 
when playing them. Unfortunately, these challenging ses- 
sions usually end in failure. 


| keep bringing up the older games as examples because, as 
briefly stated in the beginning, the generational gap seems 
to be the major source of the conflicting desires for differ- 
ent difficulties. The harsh days of no saves and no continues 
have been thrown out in favor of friendly tutorials and fre- 
quent checkpoints, a shift likely made to appeal to younger, 
millennial gamers, including myself. 


If you've ever heard the term “millennials,” referring to those 
born within the timeframe between the 80's and early 2000's, 
you're also probably aware of the mostly negative connota- 
tion that this term has garnered. Millennials are character- 
ized as being generally more connected than past genera- 
tions (hence the nickname “Generation We”), but we are also 
labeled as lazy whiners and complainers, probably brought 
about due to a greater dependence on technology and the 
help of others. It’s safe to say that us millennials have lived 
fairly easy lives compared to our elders, so perhaps we tend 
to be more irritated when things are difficult or we don't get 
what we want. 


SGEREWATTAGKIMAGAZIN EEE 


Generation X, Baby Boomers, and 
earlier generations, on the other 
hand, seem to be known for great- 
er self-reliance and a more diligent 
work ethic. Of course, these were 
the generations who pioneered the 
creation of video games, as well as 
the first to play them. Naturally, a 
desire for challenge was born, and 
that challenge remained particular- 
ly tough throughout the early days 
of gaming. | can't imagine the easi- 
er games of today holding anyone's 
attention back in the 70's and 80's. 


While game developers are likely 
aware of this generational divide, 
the millennials appear to be the 
target audience for most modern 
games. In my brief time as a game 
design major, my classmates and | 
were taught about these different 
generations to help our games 
appeal to a specific demographic, 
but we were also told to make 
our games as easy as possible for 
ourselves, with particular emphasis 
on the use of tutorials. Evidently, 
the large majority of gamers today 
are probably millennials. 


Perhaps a more widely accepted 
explanation for video games be- 
coming easier lies within the evo- 
lution of the medium itself. Games 
have always been about reaching 
an end goal and achieving trium- 
phant victory over the enemies or 
obstacles presented in the game. 
More recently, however, we've seen 
video games become less game- 
like as they've turned into a cine- 
matic method of storytelling, simi- 
lar to movies, television, and even 
books. Of course, developers don't 
want players to get stuck on a pain- 
fully hard level; they want players 
to finish their story, which is why 
most story-driven games provide 
little in the way of challenge. 


Anyway, lve already taken up 
plenty of time analyzing why 
different gamers want different 
difficulties, so | suppose | should 
suggest some ideas I'd like to see 
implemented in video games that 
may work towards finding a happy 
medium between the "casual" and 
the "hardcore" alike. 
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No Radar [Multi] OFF 
Turbo Mode OFF 
Fast Animation OFF 
Slow Animation OFF 
Enemy Rockets OFF 
2x Rocket L. OFF 
2x Grenade L. OFF 
2x RC-P90 OFF 
2x Throwing Knife OFF 
2x Hunting Krife OFF 
2x Laser OFF 


Invincible 

All Guns 
Bond Invisible 
Infinite Ammo 
DK Mode 
Tiny Bond 
Paintball. Mode 
Magnum 
Laser 

Golden Gun 
Silver PP7, 
Gold PPX 3 


#1: MORE DIFFICULTY SELECTION OPTIONS/IMPROVEMENTS 


Yeah, this one's obvious, and it's already present in many games, but there are a 
few cases where the difficulty selection is severely limited or entirely absent. No 
instance of this stands out in my mind more than the Grand Theft Auto series. | 
managed to complete San Andreas without too much trouble, but | can see how 
the time consuming, trial-and-error nature of many of the missions can quickly 
become annoying for less experienced players. 


There are also those rare cases where the easy difficulty is too easy, like the in- 
sulting Easy mode in Mega Man 10. That same game, however, is also known for 
being pretty brutal on Normal mode. Such a wide gap means less skilled players 
have to choose between boredom and torture. Perhaps another difficulty could 
have been added between Easy and Normal in order to fall in line with that old 
Goldilocks principle. 


Aside from simply adding more options, ۲۵ like to see some improvements made 
on both ends of the difficulty spectrum. First, those who wish to play on Easy 
should not be treated like babies. Sure, some help and tutorials may be necessary 
to an extent, but having to deal with only a miniscule number of obstacles which 
pose little to no threat to one's success has to be boring for just about any gamer. 
Case in point: | don't know anyone who genuinely enjoys Guitar Hero's Beginner 
mode, a level of simplification that feels almost patronizing. Instead of present- 
ing fewer enemies/obstacles to the player, | might suggest giving that player a 
similar experience to one found in a medium difficulty, but make those enemies/ 
obstacles less powerful or make the consequence for failure less severe (take less 
damage, have more lives, etc.) I assume this would feel more rewarding and would 
better prepare newbies for tougher challenges later on. 


Second, those who wish to play on Hard should not betreated like slightly stronger 
babies. Don't continue to bombard those masochistic players with tutorial mes- 
sages, and don't force them to unlock the Hard mode by first playing the game on 
an easier difficulty (*cough* Doom 3 *cough* Resident Evil 4 *cough* probably a 
ton of other games *cough*). We can assume that these guys know what they're 
doing; they don't need that much help. But like | said, | suck at most video games, 
sol can't suggest much else for the hard players. 
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#2: DON'T MAKE THE “GAME OVER" 
CONDITION TOO TIME CONSUMING 


Having to deal with the impending annoyances that go 
along with the Death or Failure condition in a video game 
serves only as a test of my patience. Such annoyances may 
include having to watch a lengthy death animation, be- 
ing asked whether to continue (even though the answer 
is pretty obvious), possibly being sent back to the main 
menu, sitting through painfully long loading screens, and 
the list goes on. Granted, most games won't reach this ex- 
aggerated magnitude of inconvenience, but it is possible, 
and it's bothersome to most gamers, regardless of skill. 


Thankfully, there are games that quell the threat of these 
annoying death tropes, most notably, in my opinion, Bit. 
Trip Runner. This rhythm platformer is known for its of- 
ten-unforgiving difficulty, but dying really isn't a big deal. 
Sure, the game sends you back to the start of the level for 
hitting just one obstacle, but your sent back immediately 
without having to wait even a second. The harsh conse- 
quence is balanced out by an instant restart that won't 
irritate the impatient. 


Of course, the Game Over condition has to be somewhat 
punishing; otherwise it wouldn't really be a Game Over. De- 
velopersneedtofindabalance between asufficient penalty 
for failure, while not blatantly inconveniencing the player. 
Hopefully more games follow Bit.Trip Runner's example. 





#3: ABILITY TO SAVE ANYWHERE 


| anticipate this one will be met with much disagreement. In- 

sete deed, being able to save anywhere at any time could nullify 

any long-term risks of the player's actions (especially in games 

like Mass Effect), and could potentially remove the challenge 

of the game entirely. One's mistakes could be erased with a 

simple load of a previous save file. However, | think saving 

| anywhere, combined with the ability to limit how often the 

Kyrael, Imperial, Level 13 game autosaves, would allow gamers to set their own check- 

008.53.40 points and customize a challenge that suits their specific skill 

2/18/2012, 9:45 AM level. Plus, it would simply be far more convenient to stop and 

save at any point and later pick up the game directly from that 
point without having to redo any work. 


155 Belethor's Genero... | don't think players would abuse this ability too much, but 
| can see how it might be hard to resist the urge to save the 
game every few seconds when playing on a harder difficulty. If 
that's the case, then perhaps there could be a way to limit the 
number of times the player can save. If | recall correctly, Dead 

IEW Space 2 did something like this on its Hardcore difficulty set- 
LOAD ting in which you could only save three times. Yikes! 

CREDITS | realize these suggestions are probably flawed and not en- 
tirely original, considering many games have already imple- 
mented such features, but they could still use some im- 
provements if developers want to satisfy gamers of all skill 
levels. My ideas may not be great, but feel free to share some 

X Delete of your own in the comments. How can games appeal to 

more newbies without pissing off the hardcore audience? 
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ust like last year Microsoft had the chance to make 
J a significant splash in the pre-E3 conference. They 

were the first conference of the Monday lineup 
and they had some big games to show, some of them were 
announced as early as last year’s E3 Microsoft conference, 
some of them were unveiled days before, more features for 
Kinect and one mystery feature named SmartGlass. But was 
that enough to make an interesting presentation and blow 
minds on every level? Short answer is no. 


Don't get me wrong the Halo 4 was looking good but I'm 
not yet convinced by 343 studios. The demo that was shown 
looked good by all means, but I'm still skeptical about this 
game. It still has a long way to go, but one thing that really 
made me think of 343 as uninspired is the new guns of the 
new enemies. They look different, but they are nothing more 
than a probably overpowered rifle and shotgun, so what's 
the point of making them look different if they’re basically 
the same thing that Humans and Covenants have. And why 
are you still fighting the Covenants at the beginning of the 
demo? Didn'twe finish that fightin Halo 37 Anywaysthedemo 
looks good. | liked the visor thing, which looks very similar to 
what Metroid Prime did with Samus visor. It's an interesting 
mechanic that | would like to see in more games, and the 
trailer Shows promise but I'm still not completely convinced. 


Right after that was the announcement of a new Splinter 
Cell game entitled “Splinter Cell: Blacklist" a new game in 
the series and this time with Kinect compatibility. After that 
announcements that this year FIFA and MADDEN games 
will feature Kinect compatibility so you can now yell at the 
referees when you are losing, | wonder if you can get a red 
card (player expulsed from the game) in FIFA after making 
your mom jokes about the referee’s mother. 


A new trailer for Fable: The Journey was shown. It doesn't 
seem like something too interesting to look forward to. 


After that trailers were displayed for the new Gears of War: 
Judgement and a new Forza title was announced (how many 
Forza games are there already in this gen?). Both look good 
but little to nothing was shown about actual gameplay for 
both titles. | guess those are in the early development cycles 
so not much was shown. 


And then we enter into the second half of the presentation 
where new services are added to Kinect and Microsoft enters 
a complete cycle of showing the same stuff they did the last 
3 years since they unveiled the Kinect. | have to say that 
apart from not being very interesting for the general public, 
haven'tthey showed this the 2 previous E3 conferences?! It's 
not new, it's no longer innovative, and it is freaking boring to 
see menus changing all the time, but at least now you can 





Xbox. Oh and it now features the Spanish language, plus 11 
other new languages, and it seems to recognize them very 
well, even while hearing commands from someone with a 
very heavy English speaking accent speaking Spanish | don't 
know if this means how good the voice recognition system 
is or just how tricked the demo was. 


One more ESPN channel for the Kinect, that makes 4 now. | 
thought that having 3 ESPN channels was overkill, but not 
only will they stream the NHL and the NBA to your console 
because SPORTS!, and along with this, there's going to be 
a new music service called Xbox Music (because fuck you 
Zune) with 30 million tracks available to the Xbox360 and 
Windows 8 tablets and phones. 


Then we get to see the unveiling of a new Nike service for 
the Kinect. it seem to be a personal training service, kind of 
what Wii Fit did but with Nike being the people behind it but 
the presentation was rather dull and uninteresting to see, it 
is just a personal training software. 


Microsoft huge secret weapon (Smart Glass) was shown 
to all of us the new feature for iOS, Android and Windows 
8 tablets, and Phones will be able to interact to create new 
experience, very much like WiiU console and controller, but 
so far Microsoft showed that it seems to integrate every 
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single aspect of the 
console with this, 
even while playing 
videos and seeing 
TV shows will bring 
trivia and important 
data in a unobtrusive 
way. To sum it up, 
its going to enable 
another device with 
a screen to add 
something to your 
experience. While an 
interesting concept, | 
ር don't think it'll create 

2d a better environment 
than with the WiiU tablet, since | doubt that the console will 
be able to stream video to your touch screen device and said 
device won't have a physical controller integrated. 


Just like last year, Tomb Raider made an appearance and a 
playable demo showed that if a videogame character is in 
a cutscene, it can resist any unholy amount of torture any 
developer wants them to. Seriously, poor Lara Croft had to go 
through more in this short demo than many tortured souls 
before the Geneva convention was instituted. For a moment 
there the only thing ! could think was that the developer 
of the game wanted Lara to actually die, but rest assured, 
the game looks beautiful and the gameplay shows a lot of 
promise, that and also the DLC for the game will come early 
for the Xbox 360. 


But if you thought that Tomb Raider lacked more blood then 
the next trailer should cover that need for you, a new game 
for Xbox 360 and the Windows Phone platform Ascend: New 
Gods, it's gory, its gruesome and looks very unpolished 
aesthetically speaking and will be playable on both platforms. 


The next one | have a riddle for you, what's proficient in 44 
forms of unarmed combat, fluent in 50 languages, has the 
latest in cloaking technology and it's named Iris? The answer 
might shock you, it’s a motorcycle. A new game that focuses 
on a "sexy" bike entitled "LocoCycle" and that's all we know, 
the trailer didn't show anything that remotely resembled 
gameplay so how this game will play is still a big question. 
And then a trailer displaying a game entitled “Matter”. It looks 
like a gritty Marble Madness reboot. 


Resident Evil 6 made an appearance in the conference, and 
the game looks stunning. 


Wreckateer looks like Angry Birds with polygonal graphics 
and Kinect controls. 
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The new South Park game was shown. The protagonist of the 
game will be you, but the trailer didn't showed much of the 
gameplay, if any, can this be a game that is as good as the TV 
show deserves? It is too early to know. 


Dance Central 3 is announced with Usher making a little 
show that seemed to last forever. 


Finally the conference closes up with a demo of Call of Duty: 
Black Ops 2, which is now a Futuristic Shooter, it looks good 
but now it seems that it uses the same yellowish color pallet 
from DEUS EX: Human Revolution, it still has the set pieces of 
CoD and overall looks like it's going to be as good as the ones 
that preceded it. 


Overall | have to say that this conference was disappointing. 
The emphasis of the conference was shifted more to center 
in just 3 games (Halo 4, Tomb Raider and CoDBO2) and a 
whole lot of stuff for the Kinect that is not very related to 
gaming. Everything else was barely shown in a form of 
trailer, rather than demoing the actual games. There were 
no big surprises, and the whole Kinect part of the show was 
horrendously boring. The Smart Glass demo, while in theory, 
seems pretty neat, its integration with the games will not be 
as great since you'll have to lay down your controller in order 
to pick up your tablet/smartphone and then retake your 
controller. | am curious about what can actually be done with 
this integration. | have to say that | expected a much more 
entertaining presentation from Microsoft. 
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Electronic Arts was a big disappointment, even while 
they specified that they will show 10 great games | felt 
unimpressed mostly. The first thing that they showed was 
a trailer and a demo for Dead Space 3. The game looks 
beautiful, but the addition of co-op multiplayer doesn't 
convince me that much, especially if it turns out that the Al 
of the 2nd player can screw you up (like Resident Evil 5). At 
the same time, the demo didn't seem to have scary parts at 
all, but the return of proper boss battles is a welcomed one. 
And just as the Dead Space 3 demo ended, we got a Madden 
trailer and new gameplay changes to the series through 
a new engine, the Infinity engine. It seems like it’s like the 
collision engine of FIFA 12, and now they add a new social 
aspect to the game, integration with Twitter and Facebook, 
while | know little to nothing about Madden, the presentation 
was pretty boring. 


Then a real shocker of an announcement: Sim City comes to 
Facebook while taking a jab at Zynga. then a trailer for an 
all new Sim City for PC is shown, with updated graphics and 
multiplayer but little to no details are shown. 


Anewservice for Battlefield 3 is unveiled, which will be named 
Battlefield Premium. It has more customization options, 5 
expansion packs to look forward, server preference and it'll 
cost 49.99 US$ a year. It's just a reaction move from EA to Call 
of Duty Elite, and unless you are a really hardcore fan of the 
series | don't think you'll be using this so much. 


The Old Republic came, and there is a general update to 
the game, with new planets to visit and new missions and a 
new companion, and what seems to be a new PvP zone. The 
biggest shock though was that now TOR is going to be Free 
to Play until you reach level 15, in what seems to be a big 
move to catch new customers. 


Time for a new Medal of Honor, and while the game looks 
beautiful, | cannot find for the life of me any difference from 
Battlefield 3. Besides from the HUD elements presented in the 
demo, it is a sight to behold but it's nothing that Battlefield 3 
didn't show last year, but besides that you can now control an 
armed robot through a battlefield. | don't think that Medal of 
Honor Warfighter can actually add something different to the 
FPS scenario, and of course it'll feature afull multiplayer mode. 


Sport return to the conference in a new social way, a new 
Madden social game that will be available across multiple 
platforms, there is going to be a FIFA version of this service, 
also the new features for the next version of FIFA are shown 
and the big announcement for EA Sports is that they 
managed to get the rights for the UFC games. Another year, 
another Need for Speed game. This time it’s the reboot of the 
Most Wanted game, this time by Criterion studios (Burnout), 


and this was the only game to actually grab a great reaction 
from the audience, myself included. The demo showed 
gameplay ofa race (duh) and after an escape sequence where 
the demo ended with a big jump looks good. If Criterion can 
maintain the high quality showed in their previous games, 
this will end up being an awesome game. 


The final game showed in the conference was Crysis 3, for 
some reason | can only say this, it looks good but just like 
with Medal of Honor Warfighter, it feels a lot like Crysis 2. The 
demo was short, and for the quality of the graphics shown it 
seemed to run on a high specs PC. 


In the end EA was not an entertaining conference. Dead 
Space seemed to have lost some of its mojo with the co-op, 
the presentation of the sport titles was still boring like usual, 
Medal of Honor looks way too much like Battlefield 3 and 
since the initial shock of the graphics quality was delivered 
last year, it seemed unimpressive. It is also the same case with 
Crysis 3,a game that seems to be more of a graphical engine 
demonstration than a game that has something innovative 
or something unique beyond what the first two games of 
the series, with the only real surprises were the new Most 
Wanted and the new Sim City for Facebook. They showed 
games but for the most part it felt really uninteresting, even 
the new Most Wanted seems to be a lot like Burnout and E3 
is alot about big surprises and reveals. 













We typically don't expect much from Ubisoft. They usually 
talk about some casual games, then we get the new Assassin's 
Creed, and we'll be disappointed that we still don't have any 
Beyond Good & Evil 2. That's been the status quo for some 
while. It looked to continue that route when it opened with 
the announcement of Just Dance 4. Flo Rida shows up Usher 
style to givea mini concert, and then does some PRabout how 
his music"really gets the club going" and how Just Dance 4 is 
awesome. It looks like all the other Just Dance games to me. 


Then our hostess Aisha Tyler and her whipping boy Tobuscus 
came to host the show. Considering that Ubisoft had Mr. 
Caffeine last year, the bar was set pretty low. That said, they 
did their job. Tobuscus felt mostly unnecessary (which is 
a shame, because he can be really funny) and Aisha Tyler 
created some meme-worthy one-liners. 


Then the show finally kicked off with Far Cry 3, with VODOO 
BOOBS. It showed of what seemed to be a cutscene and 
then trying to find this guy named Vaas (who doesn't seem 
like the nicest guy). | haven't played a Far Cry game, but I'm 
really impressed by what | saw. Add in a whole archipelago 
of islands and tons of freedom, and the game has suddenly 
become a blip on my radar. 


After that we got to see a bit more of Splinter Cell Blacklist, 
and stealth seems to have thrown out of the window (air 
force anyone). The demo looked cool, but it didn't blow me 
away. It did announce a co-op mode similar to Conviction, 
which is kind of neat. 
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AlittlebitoflovewasgiventotheAvengersgame, which isgoing 
to bea Kinectand Wii U fighting game. It only showed off a CG 
trailer, butit willprobably be another mediocrelicensed game. 
After that, Ubisoft talked out how they'regoing to support the 
Wii U, and they started off with Rayman Legends, the sequel 
to the absolutely fantastic Rayman Origins. If it hadn't been 
leaked, this would've been a huge reveal (considering that 
Rayman Origins did not sell very well). It mainly showed off 
the amazing level design, plus what the guy with the Game 
Pad will do. This was show off in an extremely kickass demo 
that will make sure | will buy a Wii U. DAT RHYTHM LEVEL! 


After that, the Wii U got some more love, this time with a CGI 
trailer for a new title called Zombi U. Nothing of gameplay 
was shown, but we did get to learn it was originally Killer 
Freaks from Outer Space (and considering that that was a 
Rabbids game, it had a crazy development so far). 


The Wii U got a bit more games, but finally it was time for 
the big event: Assassin's Creed 3. It started of with a cool ርር 
trailer with our Native American hero kicking some British 
ass. It then showed even more with a life demo which took 
place in lots of snow. It looks gorgeous, and many are hoping 
for this game to become the Snake Eater of its series. Then 
we got ANOTHER trailer AC3. It was quite the overkill. 


After that, we got easily the worst moment of the conference. 
Tobuscus started talking about wanting a bigger role in the 
show, and he and Tall Black Lady would decide it with a Battle 
of the Sexes in a game of ShootMania, the newly announced 
spin-off of Trackmania. It was overly long and really boring, 
and could've derailed their entire conference. But then came 
the part everyone remembered. Ubisoft Head Honcho Yves 
Guilmont showed up, and started talking about an IP that 
has been in development for 2 years. We then got to see a 
trailer talking about something called a ctOS. Everyone was 
like: What the hell is this? When the trailer was over, the 
developers came and showed of an extremely impressive 
demo. After it was over, we learned the game would be 
called Watch Dogs. 


Ubisoft's Press Conference was a big surprise. There were 
many moments that could've derailed the conference, 
but they kept steady and delivered in my mind their best 
conference ever. Almost every game shown piques my 
interest, and the lack of Mr. Caffeine was a godsend. Very well 
played Ubisoft, very well played. 
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Sonyhadthetoughestacttofollowafterthestellarconference 
done by Ubisoft mere hours before, and unlike Microsoft 
it did not disappoint. The presentation was full of exciting 
announcements and even while Ubisoft presented more 
of the same games it, what it showed was really good.The 
beginning ofthe presentation was anew unannounced Title 
thatwasalmost completely unknown except fora few rumors 
that said that Quantic Dream was going to show anew game. 


The game turned out to be “Beyond: Two Souls” It seems 
to focus on the life of a woman who can communicate, 
and use paranormal forces or ghosts of some kind, and is 
being pursued by some governmental/military group. One 
thing that's worth mentioning is that the game looks are 
really getting near and in some cases completely inside the 
Uncanny Valley. |! does still make for an interesting title and | 
personally am looking forward to it. 





Then Sony moved onto the Play Station All Star Battle Royale. 
We've known about this game for a little while now, and yes 
itis a Smash Bros for Sony but to be honest it does look good 
and looks different to its Nintendo counterpart. All in all it 
looks fun. It also announced that it would be coming to the 
PS Vita with PS3 cross play integration, a feature that looks 
like it will appear more frequent in the future of gaming 
now that Mobile devices are actually reaching the graphical 
fidelity of the current gen home consoles. 


Then the focus shifted to the PSN Plus subscribers. As of now 
every Subscriber will have the chance to download from the 
PSN 13 new titles for free as long as they are members of the 
Plus service, and there were some really good games thrown 
into the bunch like infamous 2, Just Cause 2 and Little Big 
Planet 2. That could be a real deal maker for people that 
doubted before to opt for a subscription and all this without 
raising the price of the service. That's a win in my book. 
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Then it came the time for the PS Vita, the first news was that 
PS one classics will be arriving to it soon, which has been a 
very expected feature since the Vita launched, and finally 
more games for it. First, a new Call of Duty Black Ops game 
entitled"Declassified" exclusive for the Vita, and a tie in game 
from the Assassin's Creed series featuring a new female 
protagonist with the title Assassin's Creed ۱۱۱: Liberations, and 
announced a new PSVita bundle with a Memory card and the 
game included. Not only that, but free exclusive DLC as well 
for those who also purchase Assassin's Creed Ill on the PS3. 


And then came an Ubisoft representative to showcase a 
new level for Assassin's Creed 3. A level showcasing an 
impressively good looking naval battle in which it seems 
that the player handled the boat and called the shots. ል new 
PS3 Bundle with ACIII included also was announced and then 
the presentation moved onto Far Cry 3. It seems that Ubisoft 
developed a full mode that's 4 players cooperative, the 
presentation was jumping between feed of the four players 
making the demo which in my opinion made the whole thing 
an unintelligible clusterfuck that made no sense most of the 
time, but the game looks pretty nonetheless, and ended 
with the announcement of more exclusive DLC for the PS3. 
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Then Sony Showcased a new product called "Wonderbook”. 
It seems to be an augmented reality tool for the PS Move, 
which can tell stories and interact with what the user is 
doing. The onlygame shown by Sony was a JK Rowling Harry 


7 


Potter Tie in called “Book of Spells” in which you can “learn’ 
the spells used in the Harry Potter Universe and play some 
minigames with it. The demo showed only one spell, and the 
presentation was somewhat a failure since it took way too 
much for the game to recognize the spell, but independently 
of if the software had issues the demo was a complete bore, 
and while! know that the demographic target for this demo 
is in no way for the most core gamers, | can't help it, it was 
by far the most boring part of the Sony presentation, and 
believe it or not, it's not something new. Eye Pet and Eye of 
Judgement have already explored this kind of thing, so at 
least for me is nothing new under the sun. 


And then the presentation moved onto the all new God of 
War Ascension. The demo looks really beautiful and smooth, 
some new enemies are shown and for a while Kratos goes a 
little like Nathan Drake while climbing, but the combat seems 
to be the same hack and slash we are used in the series. It 
looks great but is nothing groundbreaking and it has my 
attention but it isn’t something | would be too excited for. 

Sony kept one of the best things for the end, they made a 
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demo of The Last of Us and showed some gameplay that was 
really good, and one of the things that caught my attention 
was how Ellie the little girl that goes with you does not 
obstructs your combat and doesn't seem to be an easy prey 
for the enemies Al, and was even helpful at times. The demo 
looked stunning and the gameplay seems to be very good, it 
seems that bullets are really scarce and you have to do your 
best to not waste them. 
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In the end the conference was pretty neat, but there were 
some really noticeable absences like "The Last Guardian” for 
example. Also, there were no hints about the next Playstation 
and to be honest there wasn't that many games announced 
for the PS Vita either, but what Sony showed was really good, 
with the exception of Wonderbook. That was just boring. The 
talk about sales figures and charts was almost inexistent, 
which is good because that led to being more focused on 
what the us gamers want, the games. 
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Out of all the conferences, we were no doubt the most 
excited about Nintendo's press conferences. With their new 
Wii U to show, there was of course a lot to talk about. Maybe 
there would be a price point? Some big huge game would 
be announced? What did Nintendo have it store for us. 


Things started off well enough with Shigeru Miyamoto 
showing up in a video with Pikmin, and announcing Pikmin 
3. It showed of how it could be played with the Wiimote and 
Nunchuck, butalso of course with the Gamepad, which allows 
youtoseethemapbetter.Itlooks great,and definitelyonmylist. 





Then the moment we were all waiting for: Reggie. He talked 
about how it's all about the games, then it didn't show any. 
Instead he talked about the Wii U, and most of what was said 
was already in the Nintendo Direct shown a few days after. 
It showed of the final design of the controller, and Miiverse. 

This went on for a while, and then finally it showed New Super 
MarioBrosU.Thegamelooksgorgeous, andthe power-upsfun 
asexpected. But! can'thelpbutbetired of all the 2D Mario.Plus, 
the Gamepad integration doesn't seem all that interesting, 
just adding blocks to helpthe player. Doesn't soundfun to me. 





After that, it was time for some 3rd parties to give some 
WiiU love. Harley Quinn started talking and lo and behold, 
a supposed improved edition of Batman Arkham City, 
called the Armored Edition. The additions look cool, but | 
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can't exactly see the point of getting this, especially since 
its already a year out on the PS3 and 360. The extras aren't 
interesting enough for that. 


Warner Bros Interactive then went on to show a sequel to the 
hit series Scribblenauts. Called Unlimited, it will tell the tale 
about just how Maxwell got that book, will feature 2-player 
co-up, the ability to create your own items, and to change the 
objects around you via adjectives. As a Scribblenauts fan, | ከባ 
hyped, though | think I'll might get the 3DS version instead. 


After that, it showed off in a trailer a bunch of other 3rd 
party games coming to Wii U. These include Darksiders 2, 
Mass Effect 3, a game called Tank, Tank, Tank, Tekken Tag 
Tournament 2, Trine 2, Ninja Gaiden 3, and Aliens Colonial 
Marines. It's looking good, though! wonder what they'll add 
to these games. Tekken seems to have Mario power ups, 
which looks kind of neat. 





Then we got to remember something we haven't thought 
about since well... ever, the Balance Board! It will once again 
be used for Wii Fit U, and the Gamepad will allow for a lot 
more exercises. | think Wii Fit is ok, but from what | saw of 
the trailer, it didn't really impress me. Not enough to dust off 
my Balance Board anyway. There was butt sledding though 
(even though the Rabbids did that first). 


Then came one of the worst part of the conference: SiNG. | 
really have no words. It's not that it looks bad, it just looks 
like every single karaoke game there is. Why did Nintendo 
bother showing it off? 


Nintendo would then jump off the Wii U and show a little of 
the 3DS (The 3DS would have its own mini conference later, 
but we're not going to talk about it, especially since no new 
announcements were made there). New Super Mario Bros 2 
was shown, and is looking pretty bland, Paper Mario Sticker 
Star was next, and it's looking really good, Luigi's Mansion 
Dark Moon also got some love, and that ended Nintendo's 
first party line up for the 3DS. 


Then we got a trailer for all the third party 3DS games. 
Castlevania Mirror of Fate looks to mix old and new 
Castlevania, Epic Mickey, the Power of Illusion is almost 
looking better than its console counterpart, some new 
footage for the new Kingdom Hearts is also looking good. All 
in all, lots of cool stuff coming to the 3DS. 


Last year, Nintendo showed Lego City Stories. That game has 
been changed to Lego City Undercover, which is looking like 
a Grand Theft Auto game but with Lego. It's looking like the 
most ambitious LEGO game yet, and looks like it’s a shot in 
the arm the LEGO series needs. 


Ubisoft came on stage to start talking about their Wii U 
projects. First came Just Dance 4, which got Reggie to 
uncomfortably control a bunch of dancers which was quite 
funny to see. After that, we got more info about Zombi U, 
and how the actual gameplay works. It looks like a very 
interesting take on survival horror, though it could easily 
turn into the Red Steel of the Wii U. We did get another 
Reggie meme by turning him into a zombie and shouting | 
LIKE FRENCH. That nearly saved them. 


Nearly after that, they talked about Nintendoland, which is 
going to be their Wii Sports for the Game Pad. They last some 
of the mini games and | gotta be honest, it didn't look great. 
They talked about it forever and | think if this isn't a bundle 
game, people are going to be pissed. 


Nintendo's Press Conference can best be described a 
disappointed. They had the chance to truly blow people 
away with the Wii U, and they failed at that. It talked way too 
much about games we didn't really care and nothing really 
surprised us. Still, they did decent and Pikmin 3 is looking 
great, butintheend. Nintendo's conference wasn'tthatgreat.m 
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-MadHero’s Best Conference | 

You can probably guess, but my best conference goes 
to Ubisoft. While it was kind of inconsistent and Sony 
provided some good completion (coming from a 
Nintendo fanboy, that hurts), they hit with a barrage of 
big games that got me interested, and had a good host 
for once. Rayman Legends looks incredible, and Watch 
Dogs really elevated the conference to something cool. 


-MadHero’s Worst Conference 

| wasn’t particularly sure what to choose. Nintendo may 
have been disappointing, but they weren't bad. EA was 
bland as hell, but at least it showed a bunch of games. 
In the end, | have to go with Microsoft. It had some good 
moments, but it was so boring in the second half, and 
most of the games there are going to be on the PS3 as 
well. There wasn't really anything there except Halo. 
And that made Microsoft the worst conference for me, 
because it was just plain boring 


-MadHero’s Game of the Show 

| had to choose between either Watch Dogs or Rayman 
Legends. Legends looks great, but may be too similar 
to Origins. Watch Dogs looks absolutely incredible and 
ambitious, and | can’t wait to play it. In the end, I’m 
going with Rayman Legends. That rhythm level absolutely 
sold me on the game, and add in some interesting stuff 
done with the Gamepad, and I’m sold. Legends, here's 
my Game of the Show Award 


-Fiveca’s BEST CONFERENCE 

In the end the big surprises for this year was that 
Ubisoft actually had the most solid show with games like 
Rayman Legends, Assassin’s Creed 3, Watchdogs and 
even Farcry they had the most appealing showing of 
this years E3, and also the most exciting games demoed 
from any conference, that would make them have the 
best conference overall. 


-Fiveca’s GAME OF THE SHOW 

| have to say that | was completely blown away from what 
was shown for Watch Dogs, the story elements of the world, 
the gameplay mechanics used in the game, the setting 
was impeccable, it was only a demo but was the sweetest 
demo shown in any of the conferences from this year. 


-Fvjeca's WORST CONFERENCE 

On the negative side of things were EA and Microsoft 
but I the end I have to say that the worst conference was 
from Microsoft, although while having games that seems 
more exciting than what EA showed, the Kinect part felt 
like it dragged on for way too long, and the SmartGlass 
presentation didn't make me feel too interested in the 
feature, overall the good parts were too short and the 
bad parts felt like an eternity and that’s exactly what you 
don't want to give as an impression. 
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Calendar - July/August 2012 


Mensa Academy 





Pr ototype 2 


. Growlanser: Wayfarer Of Time 
(PSP) 


The Political Machine 2012 


CI. 


-Ghost Warrior 2 M | — Dark Souls: Prepare to Die Edition 


3 pn 7 9 





NEXT MONTHS: 


Far Gry 3 





Resident Evil 6 
Pokémon Black Version 2 


Pokemon White Version 2 


ኳ b ~ 
Pokémon Dream Radar m 1 ና; ۱ l 


gr 





Borderlands 2 
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Total Recall Sleeping Dogs 
Darksiders 2 
Xbox 360 


is 
! 


Fersona 4: Arena New Super Mario Bros. 2 
Mintendo 30S 


Transformers: Fall of Cybertron 
Xbox 360/PS3 
Madden NFL13 


Xbox 360 /PS3 Mii 


Guild Wars 2 
PC 


Release Dates from July 25", 2012. . 
Game's release dates may change during the month. 





XCOM: Enemy Unknown Assassin's Creed 3 
Dishonored Fr letal Ge 1 Ri 
Rocksmith Halo4 

007 Legends 


Medal of Honor: Warfighter 
FO! oriz 





Hitman: Absolution 
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